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Introduction 


Everybody knows that computers are used for all kinds of serious purposes — 
financial calculations, business applications and text processing, for instance. 
They can, however, help us in another way. As the proverb says ‘All work and 
no play makes Jack a dull boy’ and it’s certainly true that we all need some- 
thing to keep the cogwheels of our mind turning when we are not considering 
the ‘important’ things in life. So we read books, do hobbies, and play games. 

Bruegel’s wonderful painting ‘Children at Play’ shows us that this has been 
true for centuries, if not forever. 

This book aims to provide something for everybody from 6 to 96. There 
are games to play on your own, and others to play with your family and 
friends. You will find fast action games to test your reflexes and your ability to 
control many moving objects on the screen; puzzles and brainteasers to get you 
thinking; board games where you pit your wits against the computer; and, of 
course, some wonderful arcade-type games which combine aspects of all of 
these. There are also some very intriguing games which are in a class of their 
own. 

A number of the games have been devised to give interesting and worth- 
while results from relatively short listings that will not take much time to enter. 

Looking again at ‘Children at Play’ a thought springs to mind. If Bruegel 
were alive today, would his painting look something like this... 
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Galactic Monsters 


There it is, registering on the x-y-Gz radar. At last, you are approaching the 
Milky Way. In just 2.56 protoseconds you will be safe in your home galaxy! 

But there is danger here, and as captain of your ship, you know very well 
what it is. You keep a watchful eye on the XR6-screen. No alert yet. The 
tension is unbearable ... 2.5 protoseconds ... 2.0 protoseconds ... 1.5 
protoseconds ... oh no! There it is — 


THE VAN ALLEN SQUARE STONE BELT 


There are a number of these notorious belts, and in them lurk the dreaded 
Galactic monsters. No weapon can defend you against these vengeful creatures; 
all you can do is avoid them. 

Once the program is started and you see a VAN ALLEN SQUARE 
STONE BELT then you can move yourself by pressing: 


W, for one square upwards 
A, for one square to the left 
D, for one square to the right 
X, for one square downwards 


Those terrible Galactic monsters will approach closer and closer. Your only 
hope for survival is to avoid them! If you cross a VAN ALLEN SQUARE 
STONE BELT a second time, the monsters will become more aggressive. Some- 
how, they seem to anticipate your every move. 

Good luck, captain... . only a few protoseconds to go, and you are home 
free! 
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10 REM ##¢ GALALT IL MNOWSTERS #29 
SG [d= " WUSTBTETATATACe (eee Leese ce lie 

35 FOR 4=5 TO 224 FORE) @& HE? 
B FORES+2e4. 15 

Y FOKES. & 

@ FORES+1. 38 

9 FOKES+5, 15: POKES+6, 25 
DIM acta: 

TIM Yetas 

BOTO 2hea 


See 


O) Oa too 
i 


m7 OF 
So 


{ee 
11 
128 
138 
146 
12a 


168 


lf 


isa 
Lag 
266 
216 


‘ 
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238 
240 
BEE 
218 
328 
348 
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REMee CREE Hae 


a Rae 

FOR T=1 To 16 

PRINT SFOC LD shee oO pes" 

HEAT T 

PRIWT SPOOLS. " alee Hae 

PRINT" GAOT NSONDREROOR ARBRE 
“Lee 


Wee 

FOR T=1 TO li 

aT ST 

eT st 

HEwT T 

KRASKAt+. 1 

RET LIFH 

RPEMSEPLAYER “S MOWEsew 

BET EWE° IF Bié="" THERM 478 

PORE S44.33 

FOR M=1 To 46° HExXT 

PORE S+4,6) 

FRIHWT "SS TABCH 14150. LEPTES DE. lo me 
IF K’'ré="D" THEM #1=e1i+1 

IF K'pt="bi" THEM 'vy1=44-1 

IF Kia$="%" THEM vLeti+i 

IF nae $=" THER x L=eMt-1 

IF #11 THEM #1=1 

IF Yili THEM ‘vi=1 

IF wl211 THEM “1=11 

PRIHT "S': TABS M1413 o,LEPTECDE. Sloe Bie 
PRIHMT "s4"; TABCM 1 +135. LEPTECDE. 1 os Gee 
FoR Tel To if 

IF wte cis THEM 32s 

IF Y1itheoT> THEM S2e 

snelip Lace 

TA=- 4 

HEAT T 

RET LIP 

REMMEMOMS TER S tC E dae 

FOR T=1 TO ll 

FRIHMT "SE TABCH CTo+125; LEPTHECTE. OT ie” 
IF PMD GO<KA THEM See 

A= TMT CRI Gtk 

IF A=@ THEN 696 

IF Asi THEM 71d 

IF ASee THEM 736 

GOTO 75a 

“AcCTa=eoT a+] 

GoTo 7éea 


SESSA 
2668 
2a7e 
286 


mCTISk eo Ta 1 
GOT TEE 

YoTas Tal 
GOTO ree 
YWOTasy i Tat 
IF w«cT 2<1 THEN 816 
IF ACTIS11 THEN &36 
IF ‘¥¢T2<1 THEM 85a 
IF ‘i To>11 THEN 87 


a GOTO eae 


MOT IRKCT +4 

GOTC 96a 

MOTISHCTIAIL 

GTC 960 

WOT oe OT 4d 

GOTO see 

WOT I=YCT IAI 

PRINT "S's TABCHCT 24139) CEPTS CDE. OT RS 
GOTO 960 

AZSHL-KCTS 

Yoe=yY1- Yoo 

IF RMIC@9<.G THEM 950 

MCTISHCTIFSGHCH2) 

GOTO 96a 

POTS CTIFSGNCY 2) 

PRIHT "RN": TABCK CT 2+135. LEFTECDS. OT i meee 
HEXT T 

FORU=1 TO i1 


A PRINT "S°) TABCACUS+1 39°; LEPTECDE. Cli ss RR" 
A MEAT U 
A RETURN 


FOKE St4.33 

FoR L=i TO 18 

FOR M=1la TO 38+Lez 
PORE seek doch 

MEST 

MET L 

PORE S+1.20 

FOKE S+4.8 

RE TUR 

REMMEMAIM PROGRAM ae 
KASKA+. 1 


M GOSUB 116°REM SCREEH 


GOSUB 216° REM PLATTER MOVES 
BR=ER+ 1 

IF HOT CA THEM 2179 

K=k+1: CARE 

SC=SC+AT~-BR- Sek 

AT=AT+20 


Zas 
218 
211k 
2128 
2138 
2146 
27166) 
217 
Zee 


2130 


“t 
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my my 


ub 


ER=0 
IF KS THEM 2hee 


PRIHT “GeHD OF THIS: GAME. 


PRINT OLR SCORE 1s: ". 
PRINT SC 

PRINT'TYPE RLM TO START 
ENT 

IF Yi=11 THEN 2eo0 
GOSLIB S19 
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Zombies in the Swamp 


Watch out! There are zombies about, and you have to cross the swamp where 
they live. To do this you must walk across on rafts. 
At the start of the game the swamp looks like this: 


WAY OUT 
‘ 


SWAMP 


here you are, 
standing on araft 


You are at one corner, and you must reach the diagonally opposite corner to escape. 
Use the appropriate cursor keys to position a raft next to the one you are standing on, 
and again to step onto it. 

So far so good, but beware! From time to time one of those zombies will 
emerge from the swamp and run across the rafts you have positioned. If you 


are in its way it will catch you. Luckily, zombies can’t see very well so they 
often fall off the rafts back into the swamp. 
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To succeed in this exciting game you must develop your own strategy. The 
longer and more complicated your path the less likely the zombies are to catch 
you, but, on the other hand, it will take you longer to get across the swamp, 
giving time for more zombies to appear. 

Oh no! Here come those terrifying zombies again. You had better just 
hope they don’t catch you. 
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PEM#eeEONE TES TM THE SUiFIME iba 


ee TIM Reid. . 
WoFOR CG TH bs 


oe ee 

HE eT 

PORE S3228li2 

Fol. asl Ace. bas] 

HEF FHP ONS TAT ORD ee do 
Efif=" a PRGA ARR 7 
PLS=" HH a He RR He 
PUI) SS "a oe te BB ee 4 ete fete 
DR S=" fi BEG! RAIN SEE 
Lido" SUNT HL elaTea eee saree ses eee esata 
GOTO 2a 
REMeEPR IMT TH Oto. toda 


PRINT LEPTS* DS. See lobio TAR HON Te, 


PE TUR 

RPEMeeTHITIALIZE ®® 

PRTHT "Ty": 

FOR LI=i TO s¢4 

PRIWT "tis 

HE aT 

Mah PASTS Pr=s Aacis, Saat 
Bere: YsP ly 

Te=PLE: GOSUE Sea 

RE TUR 

RPEMERPLAYER Ss MOVE we 

REM ITMPLT 

GET ITH: IF IN¢="" THEM 426 
U4é=00HE= "HW oc THE= "OP 
Drs" IT He=" 7" seo Tee ay 

IF Die=8 AWD Dr=8 THEM 426 


"OREM 39 5 


450 
Sac 
51 


os 
S24 
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“AS ND do HO ho a 
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the 
LYE — pyri 
hw Yin el py, 

Vise 


GOTO 428 

REM*THROL RRIF T # 
Mere De SSP y+ Ty 
TE=EMF : GOSUB See 

Ata. ost 

RET LIF 

RET #hdl Ee 

=P Ho SP 

TE=EMF GOSUB 2a 

Pies hed eT: Psy + Tih 

IF PRE OR PY'= THEN 638 
id ce ad ale 
TE=FPLE:COSUB She 
RETURN 

PE Tere 

PRIWT De; TREC Lao * SCO GR: 
FOR T=1 TO 18°GET 52° HEX 
GET SH:1F s#="" THEM 6a 
Fei Lib 

RE Meelis TE Rae 

Meed ahs 

ed Pe aad 

TE=MOF° GOSUE SHA 

OM FMR So GOSUE Shel, So 
Lease: Lis Dy 
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RE Ti ier 
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ROTO PES 
Re beh ohys 7 ee 
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Keyboard Memory 


This game uses the computer keyboard to test your memory. Eighteen of the 
keys each conceal a number, in the same way that a playing card, lying face 
down, hides its value. There are nine different numbers, each hidden by two 
keys. 

The symbols of the keys you must concentrate on are shown on the screen. 


N bo 
xuns 
Mm UO MM 
< 1) W 


+ 
G 
B 


Zo. ae, F< 


Press a key and the number it is hiding will be shown on the screen: press two, 
one after the other, and if they are both hiding the same number their symbols 
will disappear from the screen. 

Your first few attempts will obviously be guesses but by memorizing the 
positions of the numbers they show, you should soon be able to work out 
where the pairs are. 

At the end of the game the computer will tell you what your intellectual 
capabilities are. 
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14 REM ##*# KEYBOART MEMORY ees 
SE TS=" AAT ee 

SA RINT CRHDC Boe o+1 3 

4@ PRIWT OT" 

FQ TIM T0185. WeC1 So Ft eo.HHt eo 
66 AS="OWERTYASDUFGHZHCWEH" 

TQ BE="LEG99reslS46egee47" 

ee GOTO See 

30 REMRECOMPOSE RAMDIOM LACT ae 
1G@6 FOR H=1 TO 1s 

116 TScHs= I DECAS. 1D 

12@ DI=H+k 

13@ IF DI<i9 THEN 154 

144 [lI=DIl-19 

L5G Ween aseIDecbe, D1, 1) 

166 HET 1 

17 FETURH 

180 RPEMeeSCREEHMe# 

19@ FOR K=17T0 3 

260 FOR J=1 TO & 

214 PRINT 34" 

Zee! PRIHT RIGHTE (DS, Sek TABS Seo | 
SoG PRINT T#¢cK-1o e647 

244 HEXTIOK 

250 RETURH 

260 REM I MPLIT dx 

27a PRIWMT 

ere Of¢e3s"" 

260 FoR KEK=1 TO 2 
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294 GET Kit 


IF Kyv#="" THEM 298 
IF K'v$=0EC1> THEM 298 


1A MECKK oak YS 


5 
MM & tt 


bhi wto dt a 


~& WO wah 


Ty 


ie 
Lm 


TL=TU+1 

REMSe TLR CAR IME 

MRS RK 3 et 

FOr H=1 TO 1g 

KelHT och. SoG +1 

J2H-CK-1 386 

IF T#ChoacooeckKkKo THEM 418 

PRINTS" RIGHTE (DS. Sek +195 TABCS#I 3; 
PRITT WEth 2; 

HR KK 3 =H 

HEwT bd 

IF HHOKKo=@ THEM 2356 

HE eT KK 

RE TUF 

RPEMEECHECK CAPRIS 

TF WECM 2 hE CHA So THEM RE TURE 
TE=TE+1 


Mm TECHN lao 


TECHNO 25s" " 

RET LIF 

REMeeMAIN PROGRAM ee 

GOSUB Lee: REM RAM DO LA CT 
GOSUB 138° REM SCREEH 

GOSUB 2ra: REM IMPLT 

GOSUB 458°REM CHECK CARDS 
IF TE<3 THEM Seo 


MO RPRIMT "CIMUMEER OF TURMSS" 5 TW 


EMD 
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Las Vegas a Go Go 


Have you ever watched someone pumping coin after coin into a one-armed 
bandit, and found yourself wondering what the fascination was? You will soon 
find out when this program turns your computer into a fabulous Las Vegas- 
style fruit machine. All the playing instructions you need will appear on the 
screen. At certain points you will be presented with a list of options, for 
instance 


INSERT, HOLD, PLAY, OR END 


Enter your choice by typing the first letter of the option you want, for instance, 
P keeps your machine playing. The reels are numbered 1, 2, and 3. If you want 
to hold one or more reels, type in the appropriate number or numbers after you 
have entered H. 

Lights will flash and music play as the wheels whiz around. Have you won 
this time? Never mind, you are sure to hit the jackpot sooner .. . or later! 
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e FORE S3281.7 

S REM #*#LAS VEGAS A pees 

1G SO=1624 - CLaS5So6 Ce=S42re 

2G DEF FHR Mss ITHTCORMDS toes 4+d oo MRD -T Io 

140 DIMMFE¢ 13% Be er ti MC aan a ay JAC? o=-1 
Li@ FOR ‘=1 i LE READ bre O, cr a oe 

126 DATAA, tea Be a Ta Se, S 4, +, 

136 ee i ee ee ree 
2H@ DIM JFC43, JF¢40,JC¢45 

21@ FOR Jo=1 TO 4: READ JP“ 700, TF 6 Joo HEST 

226 DATA 293,1.294.11,.298,.17.297,146 

S660 DIM Wess wed HV So WP CL oeS2ii WP CSsee1s Wet Saeei5 
318 TIM HPC). HP$( 30 HP C1 2453 HPO 202455 HP e 30=d57 

326 HOS=" SHUI" 

460 DIM GPid0.Gvido Geol ssSo GPS s=F7 6 GRO ses=lle- GRo4s=69 
S10 ER¢=" " 

SMG WHJsd: HH=B8:> HG=4.GW=8°>HIT=8:>HT=-1 

514 PLS=" SeSTSTATMA eee ee NAAT Wiss" 
S15 FEM =9 SPACES 

Sel H€=LEFTECPLE. 123+" Dae eT 

BoO FOF L=Cr TO CRt+S4+: FORE Li: HEMT 

S40 FPOKE CRe+6é.134° POKE CR+5,16 

SSA HF=8S:°LF=115° DR=<46 

S64 POKE CR+24.15 

=7@ GOTO seae 

S99 REM IHCREMEHT TO MCME'' 

BGA FOR AD=SGHCIM? TO IM STEP SGHe Iho 

61@ PRIMT’STOTAL: “MO+AD" 

620 IF IJW>8 THEM GOSUB erie 

630 IF IH<@ THEM FOR [=8 TO 2: HF=S8°LF=126 GOSUER ora 
644 HEXT AD 

656 HF=SS:LF=115 

668 MO=MC+IM-RETURM 

£99 REM BLIMK Si#/S2F AMD GET INH#t 

7OG PRINT "Sem Sig: FOR DE=1 TO 250° HET 

716 GET IWM#:1F IMe<c>"" THEM PRIHT “sia See: RETURH 


726 PRINT “sit Soe FOR DE=1 TO 250:HEMT 
736 GET IM$ IF TMec> THEN RETUR 


GOTO Fae 

ae ts REMC E TOBE 

diese: PRINT" som 

ae “Tee i To 4 

POKESC+ IRC TO. Teco POKECL+IP 700.8: J00 10528 ° HEMT 
MHJ=4:° RE TIF 

REM #* JACKPOT #€ 

HF=64:_F=21S6 

FOR J={1 TO 4° PRINT sfeqeqel STeTsToa 

FOR f=1 TO JC 


Wo 40 40 fo 02 © oo od 
Ne Otowhr Dip bw 
YOO WO 9 Vg DM Mw 
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3G PRIHT °°) GOSUB 2Pee 


Fer: DbL 7 ' SpeTeTere ered 


3 

246 HERT C.1 

Ba KFSSs: LF=115 

See RE TUR 

1866 GOSUB 2FPe@e PRIMO TNTOTAL oo! 

L41G@ PRIWNT" Oaiatel TABS 1? ao "aE" 

la2e FoR T=1 TO 4: PRIWTTAES leo "als BP" HES T 
LASe PRINTTABC 120° as 

lade ee ee =" 

1@S@ FoR i=i TO 6-PRIHTTRBCI S39" am "OHEXT 
1aeo PR INTTABC 12" “ar lt 

1476 PRINTTAB. 113" or ae 

LiG@ PRINT" Sieteledeeera =" 

{1a@s 


L1iiG@ FOR vV=l2 TO 3 STEF-1 

lige PRINT RRS CWIW RE Wo eR= MRD 

1125 MExT 

1126 FRIMT ” sieteteete)" 

1i4Q FOR Velo TO 3 STEF-1| 

LiSe PRIHT TREC SE OU WP ECOWEEN SU RS 
1168 TF JAC! THEM PRIWT ST": 

1178 FRIWT WEST RETURE 

1199 REM #8 ADAPT VYHRIFBLES 

126 WHT=HT+1° IF Wi>e@ THEM HB=-1°WI=4 


1220 
izae 
1258 
1260 
1270 
1220 
i2sig 


1 FOR HO=1 TO 3: HFS cHo=" " ae SESC+HP CHO? . LEG HEAT 


Tr DO THEM 1ere 


FOR JO=1 TO 4:°1F JO J0>=8 THEN 1268 
JOY IOsstIoe IO5-1°1IF JO6 T09>@ THEM 1268 
HISHI+1 POKESC+IP° TOs. Tee TOo: PORE CL+JIF¢ 309.6 


HEMT JO GOTO Las 

DE=DC—1:- IF Do<=6 THEM GOSUB sae 

PRIMT" SMtetam" SP ilia " 

IF JR THEM JC=JC-1° PRIM? Siesta" SPOS Too § "SIF I0¢<=@ THEH JA=6 
IF MOlMM THEM MM=rc 

PE TLR 

FEM #* HOT EMCQUGH MOHE'Y 

HR=—-1{:GOSUB See 

JASa > PRIHT " saat " 

PRIHT PLE TABCI@>® "THSERT OF EMD". 

SLF="IHSERT Co" SSS=BRE GOSUB Fae 

IF INS="F" THEM 1428 

RE TUF 

FEM ** HOLT POSSIBLE 

PRIHT PL& TABCHIO INSERT. HOLD. PLAS. ENT" 
SLE=HE+HOE: SSEAHS+HHF SC 1+ RR +H ECS +H ECD 
GOSUB F@G:HO=VFL CINE) IF HO=@ OR HO?S THEN RETR 


A WHENH+1 TF HES CHo=" "THEM HREECHOo=" BH" GOTOLEIA 


HF ECHO 2s" 


15 


IN fe Min cA 


Fae eS oe ee Se 
JO) To) LA eR 
TS WO mm Wm 


m 


i718 
172a 
1730 
1735 
150% 
1614 
1828 
1638 
1246 
1650 
isée 
1678 
16993 
1988 
1916 
1924 
1936 
i194 
1954 
15é@ 
i393 
2408 
2616 
2628 
2638 
ZA42 
26568 
2068 
2878 


GOTO isie 

REM HO HOLD 

FRIMT PLS TABCS® "“IMSERT. FLAY OR EMT": 
Sigs "ayes" Sek" a "GOSUB Yaa 

RET LPH 

REM #* GAMBLE OF COLLECT 

PRIHT PLS. : IF HE THEM 1? 


i 


PRIHT TABCIG> "HOLD. ": 

PRIHT TABCL2> "GAMBLE. COLLECT". 

GOTO1éE1a 

REM *#* SFIM GAMBLE WHEELS 

FOR WO=1 TO S°IF HRFeWDode § THEM 1e3e 

FISFHRta@o°1TF FICS THEN VeWDosrIl-secICcPIo>@o (GOTO 1836 
VCWUDIsS-CF ISP oe - CP Lele CP IP 1 SoC PLS 2so-c RLS Se-C PT S4So-cF 126 
FOR DE=2¢ TO SG: HEMT: HF=48-LF=2008 GOSUE 27a 

FOKE SC+HWPCWD0. CASCCMPE CV CMD oO AMTES 5 

PRIWTHS “oT ie" SPOCMPOMDO-MP Odo WP ewe LD 

HF=88:°LF=115 

HEAT WO: RETOUR 

REM #* TREE CARE OF JOKERS 

J=O°FOR Wo=1 TO 3: Vevey 

IF Weed THEM Fev: GOTO 1328 

JH=WD: J=T+1 

IF JOCCWo7@ THEM 1956 

PRINT" Sata" SPOCOIPCW9-SO> "@ "OO ICCWo=aa MISH I~1 

HEXT WO: DO="Ht=@>: IF DO THEM DC=15° PRIWT'S@MOUBLE ! " 

RE TURM 

REM ## COMPUTE WIMHIWGS 

Hv=1o°0H J GOTO 2830. 2810. earo 

IF NCTC JA AWD FYoieo THEM Her Y 

GOTO 207a 

WEES CA Vd eve LTR JA AWD WOTMA-1ochve IW+1> THEN sare 
Whos tac ve doe 1s 

TF WO IWtLoa>¥dIW-1o THEM HW=¥CIH-12° GOTO 20768 

H¥=¥C TH+1 3 . 
FOR WD=1 TO S:H¥CWDOSVCMDO SIF YeWDocs THEN HY CMD =Hi 
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s, 


mCP TSR 


2250 IF IN#<>"S" THEN GET IMN@: GOTO 227A 

2260 DTSCl+RHOCL soe DT FOR DE=1 TO DT: HEST:IF DT>S6@ THEM 
2270 FRIMT" 8" SPCCGPORo+13 " "' GOTO 2238 

2260 HF=G6:LFH=115: FOR LI=1 TO S°PRIHT Ss" SPOC4GelL I-15 
2296 GWAGN+GY CROW I OW T=Gi CR RETURH 

2399 REM #* EMD OF GAME 

2400 PRIHMT'C!  HR=19:°LF=s63:°GOSUB sree 

2416 PRIMT'PUT ITH "s (ASHI GOSUB 25aa 

2428 FRIHT"GOT BACK: "5 oeshMO’4:>GOSUE 2588 

2430 PRINT MAS AT OWE TIME: "so  eeMMe 4 GOSUE Shee 
2449 PRINT’ EY GAMBLIHG: ")  x=Gh."4: GOSUB 250 

2450 PRINT "HR. OF HOLDS: "MH 

2460 PRIMT'HR. CIF GAMBLES: "GHG 

2478 PRIHT HR. CF TURKS: Seb 

2489 RETURH 

2560 IF *=6 THEM #S=BRE+" OGG": G0TO shee 

2510 AS=BRF+S TREC THT (Re 1 98d 1 aG+, Ae1 

2520 PRIHT TREBCIS2 "S" MIDEC KS. LEM CS Ea-P. Poo PRIMT 
gZo28 RETURH 

280 PRINT SMe SPOS GOSUB Shee 

2610 FOR [=8 TO 3: PRINT SH SAew'  GOSUE See: HES T 
2620 FOR Wh=1 TO 3: IF HF#CWDo=" " THEM FPOKE SC+WP Wt, Se 
Zea MEXT WD 

264Q FOR T= TO 3: PRINT ORM MRE | GOLUB Seee HEST 
2658 RETURH 

2660 FOR DE=6 TO Sa HExT 

2e7E RETURM 

278G PEM *SOUMT 

2720 POKE CR+1.HF:POKE CR.LF 

2735 PORE Ce+4. 17 

2740 FOR T=1 TO DR: HEXT 

27°42 FOKE CR+4,.16 

2rsQ RETLURMH 

2999 REM #®#*« MATH PROGRAM 


A HEXT WOOF HYC Lome OR BY CSoPAM So THEM 2188 


IF JACHVC19) THEM JAS-1:°JC=15°GOSUB Ske 
REM #* COMPUTE WIMHIHGS 


A FOR WD=1 TO 3:1F H¥V¢ND=13 THEM WI=HI+1 


HEAT WD: IF JA THEM WIl=1 Gah 

HS=—CHV CL OSH Co CH COHN S oo OWI SHI FR CHS Hilo > 
IF DO THEM WIl=aei] 

RETURH 

REM #& GAMBLE 


VT=1:GVCLss2eWl G02 02h: GY CSR INT Sel TS Gas SINT OWI eo 


MG=HG+1 - PRINT PLS TABCE? : STOP " 

FOR LI=1 TO 3°PRINT"S" SPCC4Qe@LI-la> "Sg 
R=R+1°IF Rod “THEN Fis} 

PRIMT SS" SPOCGPCR 0 GYVCRO  HF=168#R  LF=478P : GOSUE 


17 


"CHEAT REM te $ 


ar A@: PRINT " sm 


s000 


a20 
SESE 
Bede 
or Sa bet 


SEIA 
Bo4 et 
aaa | 


SSA 
3 = ra ei 
a5 0 
32ee 


acer en Far! 
ney kl 


aot 
a230 
Ee: baa 
S30 
STA 
s228 
cheer 


’ 
IW ot 


PRES me 


my Mme 


QS Coca pty 


eam Ae mma 
vo 


i BBLS a od) os Gs 0) & 
m apy 


m 


GOLUB Leee: Ret 
BOSE L2BG RES 


Shh See ore 


pati 


cys 
Pae-e INEST "3 -2eC [NES PY tee Teen Ee! 


ee em eT a LI EL 


CH oR oe 
SOT 
btehiTo +t 
TR hatte ptt HEH 
COTO Base 

IH=—2° GOSUEB Bae 
GOSUBSEHS GOSIE 1984 
IF DO THEM Gea 
GOSUE lobe REM 
GOSLE SAG REM WTNH THiS 

TF HFECpoce "Oh HR Rom ch oe 
HB=GLiWelWT TF Wi>e THEN 23a 
GOTDABLE 


HPs) -0TF Wok 


B1GG J2ne 4900 


meee 


PEM SETH WHEELS 


8) a ced 


THEM S288 


PRINT "SMM" SECCLio WOU LOST 8 HP erd 
HEX? HF=22:LF=115 G0TO seta 
PRINT sMCeIsrom SPOCCLL OI MOM LT MER 


Foe Tile, TO 
HEM? TL 

IF Mote THEM HE=-i 

IF Wi>4o9 THEW S468 

GOSUE 7B REM GET IMSTRUCTIOS 
CRE-CTNE=s"H" AWD HOT HRo-oe Tee 
OW CA GOTO seae, SSR. Bal gies 

Gato Sail 

THEW T GOCE Boo GOTOSELA 

HB=-1- GOSUE S208 REM GAMBLE 
IF WI>G THEM S266 

GOTO S258 

WI=@: COTO S819 
GOSUESHI AA: RET 
PORE Sarac a 
FHT 


WT HFS1GS LF=S23 GOSUE 276e FOR 


EMT 
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WE gr = 4 ae a > i 


Pond ed 


THEM 


TH 


~2e CTH E="C 


enact 
uk ie 


GOSUB 


SA MEX T HF=ee ° 


1%) 


"RE FOR T=8TOLA68 


Parrot 


PARROT is a very simple competition game. Play it on a rainy day with a friend 
(especially after your friend has had a few beers!). 
At the start of the game, your computer impertinently asks you: 


~N 


———S ~ 
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Yes, he is calling you a parrot! Press any key and the computer immediately 
displays a letter. You must enter the same letter as fast as you can. Since you 
copy each letter, you really are a parrot! The game is repeated for about 10 
seconds, and then the computer shows your score. 

How good are you as a parrot? Have a competition with your friends and 
try to win the title of ‘Super-Duper Parrot’. (My record is 19 — I teach 


parrots!) 

19 PEM ##FARROT#&* 

2Q FRIHMT "Ti " SFCC1G>" Be " 
460 FRIWHT " " SPCC 1LG0" ar : 
$4 PRIWT " “ SPoCLoo° DS o 
5Q@ PRIHT " " SFOC Leo "a " 
66 PRIHT " e SFECLA2 "a" 
7H PRINT " w" SPEC1@0 "SPARROT" 
fo PRIWT 

8Q@ A=65: B=26 

96 C=1 

146 FRIHWT " ARE ‘OL READY PARROTS" 
11@ GET A: IF AS="" THEM 1164 

120 PRIHT 

138 T=TI 

140 HS=CHRSCA+BeRHD jo 

145 PRIWT #e, 

154 GET AS: IF Asche THEM 150 

166 IF TI-T>6aqG THEW 166 

178 C=C+1:GOTO 1448 

18@ PRINT 

190 PRIHT "SCORE: "sc 

240 PRIHT "TIMES"  IHTee TI -Tae 2s Lee: SECO? 


ARE YOU READY PARROT? 
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Kentucky Derby 


Ladies and gentlemen, they are off! Red Arrow is off to a good start ... 


Blondish Boy is giving his jockey some trouble ... and there’s the famous 
Spanish Lady, on the inside track. This is really first class excitement, and 
we’ve only just begun! Coming round the first bend. . . Mickey Finn has taken 


over the lead, hard-pressed by Speedy Gonzales ... 

The Kentucky Derby is a horse-racing game. There are not as many horses 
in our Kentucky Derby as there are in the real race — in fact, there are only 
three — but they have to run 10 gruelling laps (with computer horse-racing 
anything is possible)! At the start of the game the odds are given for each 
horse. Now you can place your bets. As long as you have money you can bet 
again and again — these horses never get tired. 

After the RUN command we see: 


YOU MAY BET NOW 
THE ODDS OF THE HORSES ARE 
HORSE 1: 10 to 1 


HORSE 2: 4 to 1 
HORSE 3: 20 to 1 


(odds may vary from race to race). 


YOU STILL HAVE ... DOLLARS 
YOUR BET ON HORSE 1/15... 


When you have run out of money, your computer cheekily tells you: 


YOU CANNOT SPEND THAT MUCH 
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And if you are a little better off: 
YOU STILL HAVE ... DOLLARS 


Immediately after you enter all your bets the screen displays the racetrack, with 
horses at the starting gates. The odds and bets are displayed in the lower part 
of the screen and then you will see: 


START??? 
Press ENTER and they are off! 


I put my money on the bobtailed nag 
Somebody bet on the bay 


12 REM #848EEMTUCK DERBY eee 
ZR DS=" SMTA eee ese eee ees ST 
3a GOSUBidaAa 
200 FEM #*#MAIM PROGRAM ee 
224 PRINT "TJ"; 
236 GOSLIBTaa 
250 GOSUBLEOE 
260 PRINT DE" TIT) " 
27 GOSLIBS60a 
2860 GOTO4aa 
330 PRINT "D@" TITHORSE “WI" HAS Wet Pirie 
Sii FORH=1 TOS > HEXT 
335 CR=CR+I CWI 2 &F dT 
336 RESTORE 
BY FORUS=f870S ( POKEYW+U, G@: HEX T 
338 1=60: 'r2=100:>73=148 
339 4120: 42=0: h3e8 
344 IF CR>G@ THEN 236 
35G@ PRIHT" TOU ARE RUIHED i" 
360 PRINT" HOPE YOU WE LEARNED" 
376 PRIHT'OLF LESSOHM, " 
362 EMD 
400 REM#*¥€MOVE CHE STEP ee 
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465 THERMDICT I e341 
416 pies noes ASS 

2 IFTN=1THEHAL=5 
4268 eee 
425 IFTA=3THEHAS 
430 “1=x1+Al: WOSMSEAD: WIENS 2 

So TPH lS SsSTHEMsl=@:Y1l=66-Cl=Ci-1 
448 ITFHA>2Z52THEMME=6 W2=18G Co=Ce-1 
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THEM esis 4Oe Wee140 ves 
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= THEM tit=14: es MI-Al+e POR EW ALOR LSAL +2 
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oS oon We 14 ox. 2 POREW+d. 4 SSH +e 
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WI 
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Mok SSE 
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Pc koe DRT RTE ao eS eb de Eh 
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MEET be 
REMsa IIA E BET Sabai 
PT = 
FOR T=1 TOS 
en node ec hed 
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HEAT t 
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THEM Y2SWZ—O2 LIZ N2eKo-AZ +2 POREVA2 2 a 
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Mm rp cA 


PRs Tp] 0) SRA ae te ae he a ae ae Re a a Ee a ae ae a ade 
Pre Thy Mey? BET MCh" 

PRD pad 2 de Ske ide a fe ae pe Re Se Spe SI A a a ae eae a oe ae ae 
PRIMT 

PRIHT THE oDns 
SE TRT FIRE 
ROR T=i TOS 
PRINT HORSE" | 
HEMT I 

PR Th T 
FRTMT YOU 
FOR T=iToO2 
PRINT YOUR BET OW” 

FRIHMTUHORSE". 7: 

IWFPLITIC To 

RESCr-[e To 

ITFRE<@ THEMPRIMT YC CAMKOT SPEHD THAT MLICH 
CR=CR-ICL 3: PR IMT " SOTTaTeTeTe eee CL! STILL HAVE" 
HET I 

RE TUR 

RE ROR S TREE bla ae 

PRIWT OC". 

FR TT ' TRCN Teele eee STMT Ted 

PRIMT' m" 
PRETR Taq 
PRIMT: PRIHT 
PRTHT 
PRIHT' RATE : 
PRINT" BET : 


tS 


Oe THE Himes 


Tit "Pets ote ye 


ST LLL. BAe Rs UR BeAr 


"STCLA;TABCLE3; 1625; TABCLO5; 1035 
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"OPCL&: TABCL S53 Fees; TABCLES Pogo 


": GOTO11eS 
/CR "HE DOLLAR 


Zhe 
vd Sa] “abe 
ee 
BAZ . 

SA : 
2048 
AA 
Shee 


2150 


| POREM Ro a 


eae ee WP oe fe ag: 2 aac 
FORK=17TO3 

FRIHMT LEFTECIE. Tok stan i" a 
PRL? EP TS Cus. Te ee Se 

MERTKE 

PRD T sg” 

FOR FelTOlé FPRIWTTRHECS7 9): Mag my," 
ME ts TR 

Le eee FIHITSH ™, 

IHPUT STARTS? Pe! AF 

RETURT 

REM#e*eTHTTALT CE wee 

Wie? | Ded: VURe 
WiSaBA Yl=1 G0: Yas t44 

a 1@@:Wil=i4:West4 > Us=14 

4L=O-h2=8° «2= 

RET LIFT 

FORM=O7062 (REATIO POKES S2+H. O° HEAT 

FORM=87TOG62 (REATIO: PORESSE+H. 0 HEMT 

TATA @.8-80,.6,6,.08.6,80,0,60,8,.24 

DATA 6.6.52, 8.6,126.80,.86. 246,35. 255, 224 

DATA Yuehs. lS. 1S. 255.129. 31,255,128. 28.1,.126 

TATA reso. 192. 24, eae 5,.8,46,.6,.6.4 

DATA 4.6.6,6,6,80,.6,6,.6,86,80,6.8.6,0,8,6,6 

DATA 6.9,.6,80,6,.8,.6.8., a. ose 

TATA @.6,352,6.08, ae, AG. 246. 3. SER Soe 

DATA Po She. 19S.15. 255, 136.51 ,55. 128.38. 1 128 

LATA 673,09, 134, A.A, Sad, BF 

TATA @,@&, '6.0,80,80,60,8,.8,8,.80,60,.8,.6,0,8 

ee eae ee Ry FORMS2RABTOSBSE | POR EM, 


7 POKES? 
POKEV+40, 12 
RET LRH 
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WENT: POKEW+3, 6 


Rainbow Square Dance 


A two-dimensional cube? Impossible of course, but this game, played on the 
computer screen, 1S similar in many ways to Rubik’s Cube. 

You will see 25 colored squares arranged at random on a5 x 5 board. The 
rows of squares on the board are numbered like this: 


on FF W MY 


Go: i © SF -©@ 


That is, the horizontal rows are numbered | to 5 and the vertical rows 6, 7, 8, 
9, and 0. When you enter the number of a row, the squares in that row are 
moved one position. In a horizontal row the squares move to the right, and ina 
vertical row they move downwards. As a square disappears off one end of a 
row it reappears at the other end, like this 


ABN al 


Ne ae ae 


in a horizontal row, or this 
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in a vertical row. 
The object of all this? You must rearrange the squares to form five hori- 


zontal stripes of one color each. Sounds simple... 
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“FOR J=a@ TO 4° ANT. Io 
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FOR J=S 70 1 STEP -1:PRIWT SPCCig> "I'S SPoe 
AS=RIGHTECSTREC To. 1: PRINT SPCC1G> AS.SPCC 1! 
FRIWT SPCC{@S" I Ser cisas hy" 

HEMT PRIMT el ee ee 
FRITH? "a", (FOR T= TO 4° FR Js1 TO 3: PRINT: 
PRINT CHRECAR CT. Kooi" HES T KT. I 

Rie TLR 

REE tee SH TT ee 

FOR [25 To | anes -1°AMCAK. ToSRROR, T-t 0 HEMT 
Aw CR BRAS FP. SRE TURA 

se Tes Tid STEP “1°ARC TL AoSsAscI-1.AS > HEST 
AMR FSA A RET LRM 
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but is it? 
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Qui Vive 


To be ‘on the qui vive’ means to be alert and watchful. This game is called QUI 
VIVE because to play it successfully you must always be on the look out for 
winning situations. The rules are very simple but the program needed to imple- 
ment them is anything but. In fact, it presents quite a challenge to a games 
programmer. 

QUI VIVE was invented by Eugene de Wolf and is played on a square S x 5 
board. Each player has five checkers and must try to arrange them into one of 
seven symmetrical patterns. These are: 


a horizontal line, e.g. . o 8 « 6 


a vertical line, e.g. . ° 


e@— @—_ 0— @—_ 0 
e 
e 


a diagonal, e.g. 


a rectangular cross, e.g. 


a skew cross, e.g. 
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a vertical wing, e.g. ve 


a horizontal wing, e.g. ad aN 


At the start of the game the board is empty and you and the computer take 
turns to place checkers on it. The positions on the board are labelled like this: 


G) 1 2 3 4 = 5 


4 6 7 8 9 10 


@) 16 17 18 19 20 


G@) 21 22 23 24 25 
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To place a checker at any particular position s:mply enter the appropriate 
coordinates: for instance for position 21 enter A1, for position 12, B3, etc. 
Your checkers are indicated by O and the computer’s by @. 

If all ten checkers have been placed on the board and no one has won, the 
game continues, with you and the computer taking turns to move checkers to 
try and gain a winning position. To move one of your checkers you enter the 
coordinates first of its present position and then of the position to which you 
wish to move it. 

You must keep a look out for chances to make a winning pattern yourself, 
at the same time making sure that you are blocking any winning moves by the 
computer. 

The program is one of the most interesting in this book. It contains a list 
of not only all 42 possible winning patterns but also over 100 particularly 
strong situations from which a player has a chance of making either one of two 
winning patterns. During the game the computer monitors this list in the light 
of the situation on the board and assesses what its best move is. 

We advise you to play this game on an ordinary checkerboard against one 
of your friends before you take on the computer. You will soon see what a 
superb game it Is. 


108 REM#EeeOUIT WI VE eae 

Za POKEE4+6.13 
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44 TIM DCG. io. Deis. ao 
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HET J. 0° RETUPH 
RET WIGS 3 a 
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REM DIAGOWALS Cy" 

DATR AIGMS'. ET MeL 
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RETIRE 

TATA "vl TAICIEIMIOLPSoemeebet" 


33 


SPE I VE Me 


+. 


ajo Tr TQ eh yy oy Ty 


WR EO) AB Lape Sto |S oT pT ae 


SES 


= 
—! 


Mr 


reer oe IN MMO Ono 
—_" 


fa 1) 2 re m Mo) So Mm A ma i a ae 


C Mm Mw 


os 
m 
i) 


Wp ~ UB O 


Mmm my ma f 


= 
as 
mit 


a 


_ 


a 
mm! Me 


a ee ee 


<) 


DATA “SSCS. 2080 


ebaec) TAt ep pep tye 


DATS “qraesne SEIT ee 
DSTA OPO FATES? SRST IGT ESE 
DET "RE £ WoT tte 
DATA oa Sy “te - fer ep a 


TATA RAG 
TATE eT! 
[ATe ce 
RET 
Pe Re TI ER Se SB a) rat 
TC=4°ThH=@ 
“QF [=@ TO 4 00 
FOF Tah TO 4 oF= 
TF ICse sey THEN 49 
TF ME THoSeSe oTM=TH 
TE cH. Tr crn THAT 
HET I 

FOP Ise TO 4° 
IF CSF ost THE} 
HEAT T: RETUPH 
REM M@eT TSR GY ECE Tie 

PRIWT SPOc1 ao CT THES aD 

Fae t= TO 4° FPRIHT SFOCtooS-I. FOR T= TOA 4 

Ful es+7 

IF ECF oe THEM PRIWT OL" 

IF BfF vei THEM PRINT “se 

IF BCFs=18@ THEM PRINT "@". 

MEAT JSPRIWHT S-I: HET J 

PRIKT SPCC {Sas AECTE MM" 

PET LPR 

RPEM@eTE TERM IME CWE e SF SF Sadek 

OM=—1: Wie 

FOR SF=4 To 4t 

P=aBCSPcSr Ga s+heSP ese. pu utbOSP car, Soo BCSP Osh. Su stbesPeesp . 44 
IF Fs@ OP Pei OF P=2e OF Pai THEM SOCSro=t8: GOTO i124 

IF Fa>4a THEN Lise 

GOSUB 1229 

BOSUE 12968 

Wit=1-SF=44, GOTO toan 

JF Pooe OF PetS OF Peti om Pele THEW SOcCSPo=8.G0TO 1246 

SOcSF a=] 

IF Fe=4 AND OM=-1 THEM GOSUE 1]e50 

IF FH=it THEM GOEUB 1290 

IF P=" THEH SF=4t 
A NEXT SFO RETURY 
REMMeNETERIVIHE CBLIGETCOR! MCh Cite gee 
FOR [=A Td 4 

IF ECSECSF. [2 0=8 THEM OM=aSecsr., I > 
HEXT I: RETURH 


Cnn 7, See eter fee 
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RPEMASTIETERTM IME PIHHMED CHECKER ®+ 
FOR T=4 TO 4 

IF BLSFCSF. 1 o2>1G THE 1350 
FOR J=a To Cc- 

IF SPFYor, Tas 
HEMT J 

HEMT 7 

PE TUF 
REMRETIETERMIHE OClWER CF DPF “csew 
Hit=8° HP=6' WR =e 

FOR I=@ TO 15 


J,8> THEM Coe. 1 >=1 


FoR DF=0 TO lar 
MiSssSOcDc0P. Goo QeeSoc De Tr. ton 

IF Git<hoe OF O1=8 OF es THEN Lenin 
GOSLIB Gee 

GOSUE 1AeG 

IF Ped OP Pel4 THEM DP CHP. Post onto 
IF Ot=1 OF P=sDRCHR a" THEM Lea 

DF CWP. P2216 

DF inr. ao=F 

MHF =f 

FOF J=G TO 15 
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ARMA QM) 7 LA fw hye. 


SEO 


MMM WM =p! 
Mmm yD Mm 


TK BD PD a Pd fF 


I WM 
mM 


IF DFel., Goce eHe. oo THER Tas 

IF DF el. 7 .=8 OF DRC. cole THEN WR=1 
HEAT 1 

HExT DF 

BO TUPT 

PEMMETDE TERM IME 
IF WM=1 THEM 1 
Miksa: lose 

FOF HF=f TO 15 
IF TWP CMF. Pose THEM Lae 
BOSUB LAG 

IF DPCP. Foe] THEN Leon 


STRATEGIC WALUE OF TIDE wee 
oa 


3 


1 THER NCEP Hoe! 


=fitl THER) bosh st | 
Saul 
TS Ped THEM Wee |S 

= 


TP HSI THEN ORE TLRs 

IF MCSMP AMD MeN? THEM RO TUR 

IF MCSMP AMD Hose AMD Reape gol THEM RE TUR 
tel 

PPsle Oo T 

RET LRH 

REP AGES LAER MMO Ele 

LP Fue Wee SSR 

PRIMT "WHICH CHECKER DO YOU UAWT TO MOVE", 
GOSUB aise PT=H 

IF BePToad?. THEM PRIHTUMOT POSSIBLE" GOTO 2eae 
PRIHT WHERE DO YOU WAT TO PUT SOUR CHECKER" 
GOSUE 2128 > FRSA 

IF BCRP O28 THEM PRIMHT "MoT POSSIBLE" (GOTO 2Aasa 
IF POSS THEM BOPT ose 
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ARO MO Po fo fa Pd fo fo fo PD 
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lO NOL Bo Pd 
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IF POSE THEM PCSPC+1 

ECPRO=1 

GOSUE Leimeg 

RET iP 

PE he T PIF IT ae 

IHMPUT S#° IF LEWC eo 2 THEM 21968 
LE=LEFTSc4E. Lo UE=RIGHTE CHE. 1 

IF Léc"F” CF LESVE" OR Dect! OF Tee DS" THEM 2196 
MEASC CL £9 Se VAL CTE HG 

RETUR} 

PRIWT "WRONG IMPUT. "ORR IAT TR's! AGAIN: ") (GOTO 2146 
REMRECOMPUTER MoE ae 

IF COS THEM PTSCC CC=acc4+1: GoTo e2re 

PRIHT SPOC1G°" 1 TAKE "“CHRECES4PT-INTCeT SSeS -THT ORT AR 


A ECRT=@ 


Rf Ty 


a 
ea hs 


POUR foe Mio MOO 


AGVQ VIIA VQ VV V@ QQ yVgaAagagga: 


POPPA MPM Re ee Rees ee ODD! 
Wm ~~) Oo Go hr O&M 


DOW WOOO Ot www wwe 


FOR Cl=6 TO 4 

IF COCCl. @o=PT THEM PT=ety: ot=4 

MET CI 

PRIHT SPOC1Gs "2 PUT IT AT UCHR S$ CES+PE- THT CPR es STMT OPP AR 
BOPRPO=16 °° COCPT, BooPP 

GBOSUE lage 

RET WRM 

REMee tA Lh PR CIC At ae 

PRIWT SFOct2: "PLEASE WAIT" 

GOSUE Sag 
GOSUB Ség 
CC=6:FC= 
PRai2: GaTd 32 
FOR [= To 4: 
GOSUE 1L1aa 

IF F=& THEM EHD 

IF Wh=1 THEM 3126 

GOSUB 1408 

MPeti: {=A PRPs 1 

BF=6: EFSS4 

IF OM<>-1 THEM BF=0M: EF =cM 

FOR CF=BF TO EF 

IF BCCri1c>e THEM B2oa 

ELCPo=1G 

IF Cee THEH GOSUE 1600: GOTO S28 
FoF Cl=G@ To 4 

IF COCCI. i> THEN Bere 
CTHCOCCT, Os BCT =a 

GOSUB 1666 

ECCT» =16 

HEXT CI 

BCCPo= 

HEMT CP 
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STM 


The nature of memory is certainly one of the most interesting topics in psychol- 
ogy. To remember something has been defined as ‘to show in present responses 
some signs of earlier learned responses.’ Why, though, do we remember some 
things and forget others? We may recognize someone we haven’t seen in years, 
or call to mind a tune having heard only a few notes of it, but find it very 
difficult to remember, for instance, a telephone number. There are in fact two 
distinct types of memory: short term memory (STM) and long term memory 
(LTM). If you want to find out more about this intriguing topic we recommend 
that you read Introduction to Psychology by Hilgard & Atkinson. 

This game tests your short term memory. Play it with your friends and 
family and see who can remember most. You will see this ‘menu’ on the screen: 


— ——— era 
> See SSeS = 
SN ETE SE Nhe Sa : —_ 
ee Sw x x 
> =) WSs 


Pee 
we be ts. 
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DO YOU WANT TO PLAY WITH 


1. LETTERS? 
2. NUMBERS? 


3.00OR 1 ONLY? 
4. OR DO YOU WANT TO STOP? 


Now you make your choice by entering 1, 2, 3 or 4. Say you entered 1 to play 
with letters. A letter will now appear on the screen but only for a very short 
time. You have to enter that letter. The computer will then show you two 
letters which you have to enter, then three, and so on. Obviously, as the 
number of letters increases, remembering them all becomes more difficult. 
What is the longest string of characters you can remember? Can you beat our 


record of eight? 


REM sec T Mae 


PRINT "a: @ AWD 
FRIWT "M4:0F Tic 
GET At 
OM VALCAS) GOTO 
GOTO 7a 


QM fore ee eH ED MO AP OA Be 
NTH ROMP aD OMA gaag gy 


1 OHL YY?" 


VOL) WAHT TO S 


1Ae.110.128.6 


@ AHZé:B=65:GOTO eae 
@ AR1a Bede GOTO 2a 
@ A= 2: B46 
S INPUT MREARDY CRETURMS PO?" | 
9 IF k=" " THEM 289 
@ C=1:7T=3an 
A T=TI: TA=T 
M Ags" 
A FOR De=1 To c 
O@ BE=CHRECE+RHDOC Oo eA 
A PRIWT BS: 
27 AS=AF+ES 
266 FOR E=1 TO TT: HExT 


298 PRINT "MO"; 
3aQ HEXT 


PRIWT "CRO VOL WAHT TO PLAY WITH" 
PRIHT "mi: LETTERS?" 
PRIHT "Wt: HUMEERS?" 


KS 


PRIMT 

RED #KAM SLE Rae 
THRLUT “AM SWER" s AE 
IF FHS=A# THEM 6o8 


A PRINT “SRIROHG!" 


PRINT "SOUR SCORE: "58 

PRIHT “IT WAS: SAS 

PRIHT "TIME: "  STRECIHTE&TA-To-. 63-1 beos" SECONTS" 
FRIHWT “AGAIH ColehMoo" 

GET At 

IF Ag="7" THEN 2a 

IF Age "AM" THER Sie 

GOTO if 


i Cate: TASTY 


m0 Oa 


my 


4 GOT 23 
| EMT 
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One To Five 


This exasperating game, which we saw first on a CASIO calculator, takes quite 
some logical reasoning to solve. It is played on a board with nine positions set 
out like this: 


] 2 3 
4 5 6 
7 8 9 


A horizontal and a vertical line drawn through any one position will cross five 
positions in all. For instance lines drawn through position 4 will also cross 
positions 1, 5, 6, and 7. 


The positions on the board are occupied by a random pattern of digits between 
0 and 5. If you enter one of the positions (using the key shown on the screen) 
the digit on that position, and all the digits on the horizontal and vertical lines 
going through that position, are increased by | (except 5 which becomes 0). For 
instance if we had 


2 2 4 
1 5 2 
l 5 4 


and entered 4, the board would change to 


3 2 4 
2 0 3 
2 5 4 


The puzzle is solved when the board looks like this: 


0 0 0 
0 0 0 
0 0 0 
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1Q REM *KONE TO FIVER 

15 DS="RRRERPRRPB!" 

2b M=28 

30 DIM AkC2. 23 

46 GOTO 1666: REM MAINPRCOGRAM 
168 REM ##SCREEHM## 

110 PRINT "C2" 

126 PRINT Df " err" 


13@ PRINT D2? " | | | | @ WE" 
146 PRIHT DS " b-+-+—" 
150: PRIA DG DS 2.10 bel. Le eRe dee 
166 PRINT T$ " b+" 
170 PRINT DS" 1 1 | | 2K Ee" 


160 PRINT DS " -~" 
196 RETURH 

200 REM ##0DRAW FIELD 
21@ FOR A=1 TO il 

220 I=9#RHOCGs+1 

230 GOSUB 2@0:REM MOVE 
248 GOSUB 3@6:REM PRIWHT FIELD 
256 MEXT 

260 RETUPN 

300 REM ##MOVE xx 

310 YEINTCCI-1973%5 

B20 X=I-1-S#'y 

330 FOR 2=8 TO 2 

B40 AACR ZISAK CH 25+] 

3356 Antz. PY dSARC ZY 341 
368 HEXT 

B7O AACKPOSARCH. Nod 

380 WF=1 

39@ FOR FP=a@ TO 2 

404 FOR G=8@ TO 2 

41@ IF AKCP.Q5=6 THEH AXCR. Oo =e 
426 WF=WF AMD CAM CP. Geo 
43@ NEXT: HEXT 

444 RETURN 

368 REM ##PRINT FIELT#e® 
S1i@ PRINT "4" DF 

5328 FOR W=@ TO 2 

330 PRINT DS "Spi"; 

24@ FOR P=6 TO 2 

S58 PRINT "MS RIGHTS CSTRECRR OP. Gos 1 
S6@ MEXT P 

378 PRINT 

S88 MEXT O 

S98 RETLFN 

660 REM ##INPLIT#e 
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GET AS: IF Ag="" THEM 216 
FOR Fl=1 TO & 

IF AFHaMITSe¢"OWERSOZ4C'. A. to THERM [=F A= 
HEAT 

Mti+ 1 

RE TUF 

1900 REM #€MAIN PROGR EP ee 

1416 GOSUE 160° REM SCREEM 

1420 GOSUB 268: REM DPF FIELD 
1626 GOSUB Fee: REM IHeLIT 

1446 GOSUE REM MOE 

1450 GOSUB SQA: REM PRIWT FLEET 
1@6G@ IF WR=0 THEM ioeaa 

{ASR PRIWT mM" 


AAHANAAH 


Mth bp Lo hye 
NSDQ go 


I ta 


Sm 
RM 


{GO PRINT SPCC AMIMITHET OS Ser eT te pee prop nee 
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Escher 


The work of the Dutch graphic artist M.C. Escher (1902-1972), based as it is on 
symmetry and mathematical forms, appeals particularly to computer 
programmers. 

Now with the help of the computer you can produce your own patterns 
based on the same principles as those used by Escher. 

Consider the following pattern: 


It is based on a mosaic in the Alhambra palace in Spain. If you look closely 
you can see that all the tiles are the same shape and that they are arranged so 
that the ‘inverse video’ of the white tiles shows the same pattern rotated 


46 


through 90 degrees. Escher studied such patterns and invented a game based on 
them. He devised a patterned tile such as 


Ve 
Se | 
which he rotated through four positions 
Sivecsrs 
TORTIE 


and arranged to form a continuous pattern. 


ee, ae ay ae 
mom 
JOUOL 
mom 


a ar a 
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This program does something very similar. After you have filled a ‘basic’ 
square with symbols the computer rotates and shifts it to fill the screen with 
your own ‘Escher’. 

At the start of the game the computer asks you to enter the size of your 
basic square. If you enter, for instance, 4, your basic square will contain 4 x 4 
elements. Now you fill your square, row by row, with the graphic symbols 
shown in lines 3000 to 3200 of the listing. When the square is filled the 
computer asks for the direction in which you want the squares displayed. You 
enter N, S, E, or W to indicate north, south, east, or west. The computer will 
ask you for as many directions as it requires. 

With this program you will be able to make an almost infinite number of 
spectacular patterns! Enter the program and see what you can come up with. 


14 FEM *##ESCHER GRIME ## 
Ze MKeZe 

Soe r bey. Ma: 

4@ DIM src. 2% 


SA FOR CCs6@ TO fk 

66 FOR Fi= a re Ss 

YR RERIDI S47: celle 

fa WEST 

SQ HEX T 

166 THPLIT "EMTER =IZE OF SQUARES & 

11@ SxH=IHTCs9/S54+l 

115 SysIHTeeaoust 

124 DIM TS CSe Sy BSCS. So RTS Su Ste Ses, Sasy 


124 PRINT "rT": 

144 FOR R=g TO -1 

15Q PRIHT "ROW" RL: TABCP 
160 Ags" 

176 IMPUT Ag 

184 AS=LEFTS$cAe+" a 
190 FOR =@ TO S-1 

200 BSCR. KSASCOMIDECAS. K+1,10> 

218 HERXT K 

220 HEXT PR 

23 PRINT 

240 PRINT "ENTER DIRECTIONS OF SQUARES H.S.E.bWD" 
250 PRINT "EACH ROWS" DIRECTIONS” 


Cn 
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260 FPRIHT 

27a FOR Bel TO oy-1 

28a PRIHT "ROW"  B+1s TABOR o, 

294 IHPUT At 

S4@ AS=LEFTE“AS+" Mace 
31a FOR A= TO SH-1 

B2Q IWS=MIDECAt. A+, 1% 

320 DSCA. Bos=-C CI HF= "H+ Se CT MERU EN s+ aa THES Sada [ee pl ay 
440 IF DSCAR. Bote THEM DSC. Bot 

35@ MEXxT A 

360 HEAT B 

378 PRINT 

390 FRIMT "CEVALUATIMG SCREEMI" 

3980 FOR F=6 To S- 

404 FOR K=@ TO 5~1 

416 FOR Fl=a TO @ STEP -1 

420 FOR COC=MK TO @ STEP -1 

436 IF BSCK. Ress Yccc.R1> THEM C2=CC Roski ote=8 : Fi=4 
440 HEXT 

450 WHEXT 

462 EBSCK. Brest 

476 RICK, Ro=ko 

48@ HEXT 

490 HERT 

19666 PRINT "CGRAPHICS FouMDI" 

1614 FOR F=@ TO S-1 

1@2e FOR K=@ To S-1 

19636 FOR B=@ Th S''-1 

i@4@ FOF A=6 TO S¥-1 

1456 OW DSc. Bo+] GOTO 1666, 1478, 198e@. 1656 
1@66 H=ekK Wee GOTO 1168 

{ATA weS—-P-1Yek GOTO 1168 

1BGG@ wKeS-K-1T'iyeS-P-1 GOTO Liga 

1690 M=R: yYst-K—1 

1140 FL=CDSCR. Bot+RI CR ROCA OS 

1110 SCCK+ARS + Bes hese CO Bocko ko Pd 

1120 HEAT 

1126 HEMT 

i148 HEAT 

11356 HEMT 

ZAG FEM DRL ESCHER ® 

2616 PRINT "ry": 

2026 FOR v=8@ TO 23 

PASO FOR w= TO BS 

SO4G@ IF SOCK PISS THEM PRIM 'S" GOTO tea 
2EEAQ PRIWT "me: 

SHEA PRINT CHRECSOCH YORAM SSS | 

2670 HEAT 
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Genius at Work 


Play this simple game to find out how good you are at thinking mathemat- 
ically. In fact, get the whole family to play, and find out which one is the 
genius! 

The computer displays seven numbers and a larger ‘target’ number. You 
must pick two of the numbers and one of the four simple mathematical 
functions: 


addition + 
subtraction — 
multiplication x 
division + 


The computer will then perform this calculation. For instance, if you enter 7 + 18 the 
computer calculates 7 + 18 = 25 and asks: 


DO YOU WANT TO KEEP IT THIS WAY? 


If you enter N the numbers 7 and 18 are replaced in the initial list by 25. Now you 
choose again. Your task is to get a final result as near to the target number as you 
can. 

The character of this game is simplicity, so the whole family can play. Now you 
can find out if there is a genius in your family. 


14 REM #*#GEHIUS AT WORK ee 
26 T=6: 4=8: R= 

36 DIM Dero 

44 GOTO 164 

56 IMPUT "G@PERATION" | FS 
66 FOR H=1 TO LENCFS3 
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70 E=ASCOMIDECRS Hoo 
S@ IF E=42 OF E=43 OR E=45 OR E=4? THEM 118 
$6 HEAT 


198 
118 
iz@ 
130 
14a 
15a 
16 
17a 
18a 
190 
280 
218 
220 
232 
240 
236 
260 
27a 
286 
290 
300 
31a 
320 
330 
348 
350 
360 
370 
380 
39a 
400 
405 
410 
426) 
430 
442 
450 
460 
47a 
480 
49a 
5a 
519 
=20 
530 


GOTO 36 

R=VALCMIUSCRS. 1. H-129> 
BeVALCMIDS CFS, M+) 39 
TS=MIDS CFS. Hs 1) 

IF VALCPSOC> IMT OVALSF E> THEM 38 
GOTO 3168 

PRIMT "Oo"; 

FOR I=1 TO 7 

C=INTS 1Q@RND CBs +1 


IF THT oSeRMD B93 THEN CeINTC4eR WDC O04) oeeS 


Dels=c 

MEAT 

FeINT ¢ (S#RNIC 541 58120> 

PRIHT "CINTR'?y TO APRORCH THIS HUMBER: "SF 
PRIHT 

PRIHT "VOL HAVE GOT THESE HUMBERS" 
FoR I=1 TO 7 

PRIHT STR#CDC To); 

NEXT 

PRINT: FPRIWT 

GOTO 5a 

FOR J=1 TO ? 

IF DC1lo=A THEM 35a 

HET I 

GOTO 462 

Q¢ts=0 

FOR [=1 TQ ? 

IF D¢ls=B THEN 486 

MEXT 1 

GOTO 466 

GOSUB 6a 

PRINT F#; "=". 001% 

PRIHT "DO YOU WAMT TO KEEP IT THIS WAY": 
2$="": THRUT ZF 

IF 2#="" THEM 238 

IF LEFTS¢(2%.19="7" THEN 498 

GOTO 238 


PRIHT ‘YO DOW’ T HAVE THESE HUMBERS AT ALL. 


=O 

GOTO 31a 

PRIHT "OL HAVE "GS DODo SOM 
MES-ABSCF<DC 122 

IF #20 THEM *%=0 

IF X*5 THEM PRIHT "WELL DOHE" 
T=T+x 


53 


THIS ROUND GIVES HOTHIHG" 


Gite Do ah on Bb 


c 
thar 


SSW Mi Gms 


isn 


mAh AW OCA A OO 


R=P+1 

PRINT "THIS MAKES" 6: "FOTHTS" 
PRIHT "VOL HOW HAVE"; To "POINTS. DM' Ro ROUNDS” 
IMPUT “AIGAIM' 2 

IF LEFT#°2$. 1950" THEM Lao 
END 

IF Te="4" THEM DOD ss A+B RETURN 
IF T#="-" THEN Del s=A-R RETURN 
IF T#="#" THEN DC] =AeF 

IF THa"0" THEM De To etic 

PoE Ti_ife'F. 
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Shark Hunt 


For five days now you have been adrift in your boat searching the seven seas. 
Suddenly you see a slight ripple on the mirror-like surface of the ocean — there 
it is, your quarry, that terror of the deep — the shark. You will be told at the 
start of the game how to move your boat. Your echo-sounder will tell you how 
close you are to the shark — the nearer you get the higher the note it gives. 
Stray too far from the shark and you are told 


SORRY; YOU WENT TOO FAR 


When you think you are close enough you can take a shot at the shark by 
pressing the space bar. If you hit the target you will see the message 


THAT'S IT! CONGRATULATIONS! 
Unfortunately you only have 200 ergs of energy to use. Moving your boat and 


firing your gun both cost energy. If you use up all your energy the computer 
tells you 


YOU RAN OUT OF ENERGY 


At the end of the game you will be given information on your performance as a 
shark hunter. 


16 REMRESHARE sea ali 

SQ DIM weeas vetao. TUS. os. COE eo 
aid Dau” AMERITRADE 

35 SIDi42re 

40 FOR [=6 TO 22: POKESTDI+I. 8 HEMT POKES TI+24, 25 PORES TIAS. IE PORES TU+6. 255 
24 BS="Q a" 

60 HG=8: TR=O:Mr=o 

fe FOR RE=@ TO 2 

SG READ #$cREo. TECRES 

3a MEAT 

PRG DETR Pa eo Ra 

116 REM TUE 

12a FOR Thiti TO 3 

13@ FOR HWO=1 TO & 

146 READ TuUCTU. Hoo 

136 HEAT WO. TU 


164 DATA 40,66.40,60,48,50.68,60 
176 DATA 3@.35.460.45.50.55,60.68 
16@ IATA FS. 32 30.20: 25. Ze. 28. oe 


198 COs 6B =" SORRY YOU WEMT TOC FAR" 
2QA COSCLo="THAT’S IT! COMGRATULATIONS |" 
21@ Cos¢2.e"OU RAM OWT OF EMERG" 

236 GOTO 3680 

368 REM#*#BEEP 

S16 FOKE SID+4.17° FPOKESID+1. TH 

320 FOR T=1 TO TM 

336 FOR DL=1 TO 1@:HEXT OL 

348 HET T 

3680 RETURH 

1408 REM#*IMITIALIZE 
1@1@ HG=HG+1 

1926 SA=1IMT SC POeRHD anos 
1Q38 SYSINTC COeRMD SS 
1446 DI=ABS CS O+ABSC SY > 
1656 MD=DI:SD=D1 

1@6@ ENMs266: SH=@:HI= 8° HS=8 
iBPe WHEAs Vis 

1468 RETURH 

1166 REM@*IHRPUT SPEED 

1110 GET K# 


ia 
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1120 Veeder ee ea oC Paap! 
1138 Wr=dac ck ee HC KES a! 
idm SHacke=" 4 

1150 RETF 

1308 REM*®#€COMPUTE DISTAHHCE ETC 
1318 Se=aSkK=-'%4) 
1Seh S'f=siy— ly 

SQ EMER + Ceti Gta by et a f 

S46 IF EMC=@ THEM EM=8@:° GOTO 1468 

SSG REM SHARK MOWES ALF 

13260 SHES e4+9GH CSE 

L370 sl¥2S'+SGH CS) 

1350 DIsABSC SH +RBS CS yo 

1396 IF Tl<cMr THEM MD=DT 

1446 IF DISt@G THEM i4e6G 

1416 IF HOT SH THEM i4ee 

1426 HS=HS+1 

1420 EM=INTCEH—, S# tT 

1446 IF EM“ =@ THEM EM=8: GTO L4ee 

1450 HISIWNTCDL#RH De a te] 

i466 RETURH 

EA REO TR LIT 

1314 GOSUEB 2OGG° REM BIAMK 

1520 FRIWT LEPTEC TE oS TREC SGN ee DeRSM Adee bp, 


no aacial I hte 
v= 


~ 


13308 
1544 
1556 
1260 
1574 
L6Aaa 
lé2a 
1646 
1638 
1660 
LE7o 
16e8 
1665 
1718 
1286 
1616 
18208 
{eae 
1s46 
1845 
1354 
1S66 
1376 
19850a 
1390 


1386 
Zine 
eaie 
2820 
Z2A38 


FRIHT LEPTECDE.8+SGH CW. THEO LSS EC SGM CY +d, 
IF SH THEM TM=2:TH=16 °° GOSUE 3668 SOTO 1566 
TM=1: TH=i4@-DT GOsUE sae 

PRIM? "MG TRBRCLS. EMS "MP": 

RETIRE 

REMeeSCREEM 

PRINT “SI SPCC?“ EHERGT “EH ERGs” 

PRIHT CEPTScUS. 230, SPECe oe MOVE USE ARROLM FEY'S" 
PRINT SPCC? 2 "SHOOT PRESS SPACERRR” 

BOSUR 2608: REM BLAH 

PRIA REPT SCie ts SPO tN TRE Pele? 
PRIHMT ‘stat SPCC Ro ORETURMS TO START": 
IMPLIT AWE 

RETURN 

REMeeEMD OF THIS GRME 

PRIBT “Sal! SPECR oo LOS tlAA 1 

FOR HO=1 TO 8 

THE TUCCA, HOo: TM=1e:GOSUB sae 

HEMT 

POKE SID+4.9 

PRIWT "TIVO STARTED AT "SD. 7TABCOeS. "ta" 
PRINT “HUMEER OF SHOTS ° "MS 

PRIHWT "OU CAME WITHIN "MD TABC Se ee 


IF HI THEM: PRIMEY SOR CT FRE cs ARCS 


IF HI THEM PE=SG+EH 442010 GOTO tae 
RE=50-D1 72 

RE=THT CRE? 

IF REDI@G THEM RE=106 

IF RE“@ THEN FE= 
TR=TR+RE 

IF RESME THEM MR=RE 
PRIMT "MREWARIS (o-Lae" 
PRIM, Se! 

PRIWT "HUMBER OF GAMES HG 

PRIHMT “THIS GAME: ee i 

PRINT "“AWERAGE : "SG THE CTR AMG 


A PRINT "MAXIMUM: "| MR 


RETLIRY 

REMS#ELAIMK SPACES 

PRINT LEFTSCIS. 72: 7ARCL@2 " * 
PRINT TABCIgs." 

PRINT TABCIS3"  * 


A RETURM 


REMEeMFITH PROGRAM 
BOSUR iG REM IMITIALIZE 
GOSUE 1600°REM SCREEM 


A GOSUB 1108 REM IMPLIT 
P BOSUE 138° REM COMPUT TAS 
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rt 


GOSIE TSG: REM OLTRLIT 

CAs 24 CEM a1 ~DaHT CDT 1 
TF CAs@ THEN Sc 

BOSUE 1S8G PEM ENT 
PR THT 

Ene fet TO 14.887 ka NENT 
THPUT CURR THER GAMES FRR 

TE LEFTS fit. poe THER Le 
i ENT 


ee 
TNS 


“Oy a 
ah 


ha 


mo my 


ccd fad bed Ua 


py 
PAR PRD 


a rm 


an on oo 


tat ad 


Meme 


Yay 


Shakespearian Shuffle 


Shakespeare, one of the world’s greatest writers, and chess, the king of games, 
are combined in this unusual puzzle. 
Letters are arranged on a chessboard like this: 


sr[a[K |e] SPE 
AlRiel |i fejols 


A chesspiece, the knight, then moves around the board as it would in a normal 
game of chess. As it jumps from one square to another, the letters or symbols 
on the squares are exchanged. In this way the text on ine board is jumbled up. 
The computer will ask you 


LEVEL? 
and you enter the number of moves you want the knight to make. Obviously, 


60 


the higher this number the more mixed up the board becomes. 

You will be shown the board after the knight has made his moves. Your 
task is to unscramble the text by moving the knight back around the board. 
Enter a number between | and 8 to move the knight, as shown. 


16 REM #*SHARESPERR IAM SHUFFLE 

iS POKE6E46.13 

2 DS=" Seeelelererere tala" 

SQ DIM HeCSo.AY CSS Bele. So, TEC 

44 FOR Kk=1 TO 5 

56 READ T#ck 2 

6a HEAT 

DATA CR BE ee AT, Gh BY oe Ea EGE. 
DATA "TS THE Gs “VEST DOK." 

DATA? SET ETAM, CSR ere a kee iene 
AB FOR #=1 TOS 

6 FOR ‘=1 TO 8 

A BEce. PISMIDSC TEC Yo oe Lo 

38 MEAT HEAT 

146 FOR K#1 TO & 

15@ READ HECK OH eK 

166 MEST FE 

Lee DATA “lessee lonsver Slee ie hi eee ly ema ad sere 
168 Cig="T"  Cag=" RT em" 

19@ SO0=1°O=1> *HE1 WH=1 

20@ GOTO 1888 

300 REM#®*PRINT CHARACTER 


em pe pe re ly 3 
Wk QNIog 
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31@ PRIHT LEFTECDS. W410) TARCSHS 2 SPOCS) BSH oh; 
320 RETUPH 

400 REMAeRFIMDOM SHUFFLE #* 

41Q INPUT CLEVEL Ly 

420 FOR DU=1 TO LY 

426 HMSIHTCORHDCG2#8+10 GOSUE See 
44@ IF “02H AMD W=sH THEM 4% 
450 MOSM: YO=H 

460 HEXT 

470 RETURH 

SAA REMREKHIGHT’ S MOvEa® 

Si SSH CMM SSH CHM 

SOG IF MOMS. OF MOENS2E OF YOHWSCL OR WOES" Ss THEN RETLURH 
SGA YNSxO+HS N= O49 

BAG WSHBS CMH th 

BSG BECMM, YHOSEBS CMO. YO? 

BER BECKO, YOISWE 

S7Q IF HOT DI THEM RETURHY 

SOG M=KO Y=0:GOSUE 200 

SOG Mavi Yay: GOSUE san 
600 “YOS¥M YO=7H 

514 RETURH 

FOG REMRRSCREEH se 

71Q PRINT! 


——— 


TANNA S 


—=—=—S eae 


Mudgee 


(ors 


(ie 
Soe re eS 
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1 Betis 


Pea FOR w=1 TO 8 

r3@ FOR ‘v=1 TO 8 

748 GOSUB 3a6 

750 HET 

766 WERT 

77Q FRIHNT DF. TABCLE00 "1 om" 

7EQ PRIHT TABCI4o 3 "S 3m” 

79Q PRINT TAECI Fo: "Hm" 

COG FRIWT TABCI490, "7 di" 

818 PRINT TABCI62 "6 5” 

826 FETIP; 

SBA REMeReIMPUT MICE dee 

Sig FOF TeE=1 TO 268 HET DE 

928 PRINT LEFT#(0S. 70+1 05 TARO SEO. , 
936 FOR TE=1 TO 20G°:HMENT TE 

946 PRINT LEFTS (I. 90+ 0 TABC2eeO SPO as CSE 
S30 GET IF 

S48 IF I#>"" THEN RPETURH 

97H BOTS 918 

12G@ PEM ##MAIH PROGR FI ee 

1416 GOSuB 408° REM RAMON SHUFFLE 
i@2a [I=-1 

LES GOSUE Pee RE SCREEW 

1446 GOSUB SAG: REM TMPUT MOVE 

1450 MM=WALOT$o TF Wee OF Miqde=a THE! 
JBeG GOSUP S@e REM KMIGHT OS MOVE 
i@7e GOTO 1446 


63 


Explosion 


Most computer versions of EXPLOSION set out the board for two or more 
opponents to play on. With this program you are pitted against the computer 
itself. Are you up to the challenge? 

EXPLOSION is played on a board of 3 x 3 or 4 X 4 squares. The computer 
will ask you to enter the size of the board you want. 

Each square on the board has a capacity equal to the number of squares 
directly adjoining it. This means that corner squares have a capacity of 2 


edge squares have a capacity of 3 
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and central squares have a capacity of 4. 


You and the computer have checkers, of opposite colors, that you place on 
the board in turn. You may place a checker on any empty square, or on any 
square which already has one or more of your own checkers on it. A square 
will ‘explode’ when the number of checkers it carries reaches its capacity. An 
exploding square empties, its checkers spreading out, one to each neighboring 
square. These checkers will ‘take over’ any opposing checkers on these squares. 

As the game progresses the explosions get bigger and bigger. Eventually 
the whole board will explode in one color. If it’s your color you’ve won! 


12 REMeeeE MPLS TD Cire 

15 FOKESS2S60. 0: POKESS2S1.6 

28. 0/IM RBC So. Shee Se ST Cas Ss 
SA [is=" SPATATeTATeTA (Mesa TTT eT aT T eT ad 
46 GOTI Seog 

2G REMS*CORT RE TO Shee 

2z1@ FOR #=1 To SI 

zea FOR Y=1 TO sI 

234 SECH. PISRBCH, yD 

246 HEXT > HEXT 

25@ FPETIURH 

300 FEM#*COPY SE TO REse 

31g FOR x=1 TO sI 

320 FOF '’v=i1 To SI 

33G RECH. YoSSBCm td 

346 NEXT: HEXT 

328 RETURH 
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' 
J 


AMMA © 


NPs NE th oh 
fre Mio ma > 


1Abn 
{Bib 
1a26 
{ASB 
1446 
1A50 
1064 
1978 


REMee THITIALISE#* 

FRIHT "TEHTER SIZE OF BOARD 3 CF Aa” 
THPLUT SI 

IF SI<S OF SI>4 THEN 416 

FOR x=1 TO SI 

FOR ‘'=1 TO SI 

STeuM Yosde (wel oec has Lote, oe cys] > 
HEMT - HEAT 

PRIHT "TO VOL) WAHT Te BEGTIRD oNeHo 
IHPLT AWE 

CM=CLEFTECANS. dcp 

RPEMESETUP SCREEM« 

FRIKWT Ty! 

PRINT “os 

PRIWT "os My 

FOR ¥=1 TO SI-PRIMT 4:0 ". HESTOPRINT 
FOR =1 TO SI 

IF Y=1 THEH FRINMT ' Yo". GOTO 686 
PRIWT ” ue 

Fore ¥w=1 TO SICPSINT "+" WEYT PRINT 
FOR I=1 To 3 

PRIHT " ". 

IF I=2 THEM FPRINT STR#¢'ro, GOTO 732 
PRIWMT @ oo", 

FOR “=1 TO SI'PRIWT "I "HEAT ORRIWT 
HEMT LT. 

PRINT a 


A POR ASL TO Sr PRINT “st ' 5 HEAT PRINT 


RE TURIM 
REMEePLAYER MCE set 
FRINT D¢. 


THPUT “SHOU MOVE Cr, tts IBRERB!" | h 


IF M¥<C1 OF Me>ST OF MY<1 OR MYST THEM 
IF RBeMk Moc THEM S18 
SOSUB 2he 
wate Wet D2 
GOSUB 1666:°FEM EXFLOSIOW 

IF ET THEM 2280: REM END 
GISUB 3ag 
RETR 

REMEeCUTRUT EXPLOS I OMe 

SBle. WeeSBCK. PO+PRL 

HE=o 

IF DL THEM #1=s:'Y1=" GOSUB 1486 
“P= 

FOR ''=1 TO SI 

FOR w=i To SI 

LF CARS. SE Sar Sepia THER J TERe 
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wey MW 


Ww j?! 


mow 


a h y' 


3168 


O-g CAD Ge Bip wo 


L 


RA Re eR pk RA Re RE Re Re pe Re PE 
Ub a GD ee pe eee ee re ee DD 
AVM OP BIg eo AMD 


Ope mtor 


¥P=~1 
HESHE+1 


SECK VISSER WARS TC PL 
IF DT THEM xlsx Wied FOR T=1 TO 


BMlekK Yis'’-1-GOSUE 1588 
“leet yiey GOSUA 18a 
Mlee YL=Y+1 GOSUB Lea 
Kiek-1 sis GOSUE 13a 
HET va tr 

ETS (ME™ 1. S&SI eS 1 3 


S39 HEMT ITO GOSUB 1468 


IF #F FID HOT ET THEN ida 


RE TUR 
REMe*eADD TO HETGHEOUR Se} 
SECAL YINSPLeCABS CSE ML! 


IF fll AWD Stee LI Y1loo8 THEM GOSUB 


RETURH 
RPEMMEPRIHT FIELDS 
FOR I=1 TO SQ8°HEXT 1 


A OPRIHT LEPTSc0$. oe 14+) THE CAAT. 


PRINT " 0a) | 

IF SEOs. W1o=@ THEN lage 
IF PLa-1 THEN PRINT "ay 
Pe ORLs. THEN PR TMT SR 


Peale © ARR ABSCSB CY . 


PRINT “m@". 

RET LRM 

RE bese CCR LITER Pp ESS ae 
PRIM? fig ts Mree 
BE=1 000 


1630 FOR Tk=1 TO sI 

1646 FOR Tr=1 TO SI 

1650 IF PBCTHK,.TY9>8 THEN 1728 

1660 GOSUB 208 

1676 K=TX: Y=TY: DI=8 

1666 GOSUB 1806:FEM QUTPLUT EXPLOSION 

169@ IF ET THEN Ms=TH ftr=TY: GOTO 1808 

1746 GOSUB 2ha@R:REM EVALUATION 

1716 IF EW<BE OR CEM=BE AHD RHMDCA9d. 45 THEN BESEM  Me=TH : MT 
1720 HEAT > HEAT 

1866 PEM*ACTURL MOVE 

1214 GOSUB 2ue 

1820 M=MK y=M DI 

{BAB PRIHT DS: TABCSo sw. Na 

164@ GOSUP 16@6:REM OUTFUT EXPLOSION 

1656 IF ET THEM 22e@o:FEM EWD 

1660 GOSUB 2268 

19870 RETURH 

20AG REMReEVALUATES*® 

2016 EM=6 

2026 FoR ¥=1 To SI 

2630 FOR '’=1 TO SI 

2048 EN=EWMH+SBCH. 'y 3 

2O5@ IF ~-SHCwK.YICSTCR I-11 THEM 2118 

2960 ENH=EH-2 

2070 IF SECH+1L, Yo=STCK+i.Yo-1 THEN EM=EH+10 
2660 IF SBCK.Y+13=S8TCX, +15-1 THEN EM=EMH+18 
2690 IF SECkK-1.y.=ST¢CH-1,.4'%-1 THEM EWH=EWM+1@ 
2180 IF SECKhY-19=STCHK.Y-15-1 THEM EM=EH+1a 
21180 HEAT: HEXT 

21Z28@ RETURH 

2200 REMeEH Tee 

2218 PRINT 0%; "(TRH ETERMAL EXPLOSIOH" 

2220 IF PL=1 THEM PRIHT "YOU". : GOTO ee4ea 
22358 PRIHT "I"; 

2240 PRIWT “ WOK TMG ATG OW TURKS" 

2256 INPUT "DO YOU WAWT TO PLAY AGAIN" | AWS 
2266 IF LEFTE€*AWS,.13=95'" THEM POKER4S, 14:CLe: GnTO1A 
2278 END 

30680 PEM#*MAIM PROGRAM Ae 

314 GOSUB 4@@: REM IMITIALIZE 

302A IF CM THEN 3a4a 

3436 PL=1:G0SUB S00°REM PLAYER MOVE 

3646 PLe-1:GOSUB 1666° PEM COMPUTER MOVES 
3650 HT=HT+1 

3660 GOTO 3a3 
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New York, New York 


This original and exciting game puts you in a helicopter high over New York, 
looking down on the city’s streets. At the moment they are deserted, but soon 
traffic will appear, and it’s up to you to keep it moving. You do this by 
controlling the city’s traffic lights. When a car (represented by a square) 
reaches a red light it will stop. Each traffic light bears a symbol — pressing the 
key bearing that symbol changes the light to green and the car will continue on 
its journey. 

At the beginning of the game you have 100 points. You gain 10 points 
every time a car goes through a crossroads, and 25 points for every car that gets 
right across the city. However if two cars collide at a crossroads you lose 100 
points and the road is temporarily blocked. If you run out of points the game 
ends — if not it lasts about five minutes. The more points you get, the better 
traffic cop you arel 


REMREHEL COIR rob OCR dee 
FORE SSf81.7 
Tlé=) GEAGEE 
PRINT" i 
Fife [pT |! eernee S 
PR it T 

PRINT" — 
PRI?! 

FR TMT" 
Pipa 5 
Pie [pj ee 
PRTRT 3 
PR IMT": 
ee 
PRIWT" eae: 
PRINTAS ris ce: 


mm 


mt, 


PR THT "semana | | eee 
PRINT" 7 

PPR IT mm 
PRINT" + 


Pe HT" mepemeee 
PRT oT eenneeme 
PRIMT swe: | 
Al=d: SCR=1023: CL=S5oo5 
DIMAR CANS WEA RECA LCA ts ANE PES 
HET 
1 


CAP LE Bd Pa fe re ee Pt re ee ee ee OO ed fe ee 


MM WAR WWM MOM ODO 7, OP Oo foe DO Mm Sm Mo mon | 


VOQIgQ AOAAGSVAAVWsaanagame 


FORIS@TO41 READLE CIO 


DATA 47. 72.90.98. 187.119.166.174. 199.191, 203.217 DOG. 234 SEP. PE, 384, 392 
DATA 410.418.427.494. 509.511.529.597 S46. 95d. 827.695, 74.712 


DATA Fad. Pas. Par. Poe 
DATA B96.814.823 831 
FORISATC41:A= PEER CL 
PORELHCIO+CL. 2: HEM 1 

Aaceus{: Aue iya—1) AMC S=4@ ANC Ss=-44 
A=RHIC-TLo DEPRPHR Ce STMT CRRIIG 1 iis > 

1600 FORIS=OQ7TORM RAMSAR CIO TPRM=OTHEMI aS 
(Wi KMSwMC Te YAS YA CT 

1620 ITFRMAMDITHEMHMASHM+1 FP MS98 O8Naeoe OM=6 
1036 IFRMAWDSTHEM RRS J RMSESE Ca=se sas 


i cp 


OR MIMEL Me To-SOM AIR | ae 


Mm CAA 


Sted TEXMIOTHEH1 200 
Si=—d@: LEMMA 1 THEH 1 200 
=-1° [FWM>SSTHEML 289 
ie} TEWHCATHEN | 200 


1646 TFRMANDATHEM May e+ i FR SoP? OGee2e8 Ch 
IGG TFRMAWHDSTHEM Yee 1 PASa2h OGh=oPF rites 
1H6G TFRMAWMDLE THEN 1 1a 

1676 IFR4AMDSSTHEM1 4a 

1@88@ [FRAARMIESTHENMOM=9) Rsk e-me Re Tee PLP L+ ta 

16928 GOTOLsaG 

1499 HEHT GOTOzsAaR 

116@ TFCPERK CHE Cl 34+4 Ogee To 4ShM4 CL AND So CP OTHEMRE © To= CR MORSSORHOMOTIG GOTO13AaG 
1110 PUSPU-1:Gq0TO1as5 

1260 PUSPU+S5 (PHSPH+1 REC Dose Pes-1  GOTOLSSe 


a ta wk fe 
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13608 
1314 
1326 

{325 
1227 
1330 
1408 
1416 
1420 


1468 
1508 
1518 
ZHEB 


20168 


“LO 


SM lo o 


sys ho Gd oad ed tt 3 
<= 
cal 


pee bere ee MH MM Mm) 
xa) 


at 
r 
iw 


fi eT 


DASE Bc es SN A SY CNS 


CU Ua gy 
Vey Pu beat 
ty me 


Bhp Hts 
™ 

oe 

my 


PoE aAtehey i PSMSPEEK CPA+SC% 0 [FRPSMSFRORPSM=16@THEMPUSPLI-1 - GOTOLESS 
ARSPEEK CPA+Se+SOe oo: TPAC SSTHEMRAC TD o=ReOR1S 

IFPS“@=C@% THEM = 168 

WASPEER CMACT A +4 Oe To+sStlelo TEVA = LEA THEMOe =O 
TFWeel@2THEHR Toe AQSAO+ 1 PueP- ee: GOTOLaSS 
FORK EP R+SIOM EM: POKER CT o+4he ye To +SCR ON MA Tose Ye Doe. GOTOLaSS 
Piet dae. ASPEEK CPN+5 CH | TF A=P THEM LASS 

TF AS 91 THEM 1S ae 

WESE FORJSE7TO2 Ae2aty: BePEEKOPM+S CAN +A To TPHOT YY Rebar B=S3 > THEMYE=BORA 
HEMT 

Bee trHRcdo: TEC RAWOYVEO=ATHEMR A ToS BORe4 : GOTO 

TFVB=15THEM1@29 

GOTOL44a 

ARSAG+1 Ra Doee. [FACS LSS THEM PACAP SPs RP SAR +d Pee liR- ee 

Freeta@2:GOTO1S38 

IFRe CTL =e THEM 2 1 ee 

TL=TL+1° IF TLOAWTHEMT Lae 

RaPHR 40 RAC TL ose tA OMAF+1TGOTOSI Ie. Sieo. Sie. 21468 

4A40TL I=) GOTIZ2E 

MeO Th sede GOTO22HR 

We TL Sh BOTS SAG 

eae TLase3 GOTO2S88 


GETRHE: IFAR#=""THENSES 

ASASC CAS IFAD ESRMTARCS 1 THEMA SARE GOTO ae 
TFAS4 FP AHDACSEeTHEMASA-So GOTOS1 AS 
IFAR=427HEMAH=S6 : GOTOS 1 ae 
TFR=S27THEMA SR 2r GOT 1 Be 

TRPARK ATHENA RSE COTS 1 So 
TFAS42THENARSSS GOTOSL AS 

[FAHS4 THEMASR48 GOTO 1 am 

[FASE i THE MAS 1 GOTOST Ae 

SOTOdaAe 

Pies MCE GS RRE KR ORR] TR ORAM SS THE RARE GOTO L ] 


P= 

POR ERR +L A 

REtd Ci! TEM IT ae 

PE THT " aMeACM OTATAORTeCTATStACeTAIATATeTATAIATSIATAD! SOC LMT TET TR a. La ORT GHTEC TIE, 23 


TPR LCE THE Pe te 


PRLS ASR Cee Lig Se eae Fe LT 


TPR USsOTHEMSG ES 

TECH SEU REY GI THE Re Set 

IMEEM GNAEDM SL FOR TSTMS PIC TaeP Ns Teg MEST Are yr 
Cae Ree ay Pe ete? 
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n 
na) 
= 
mo 


Eat a) 
Ry Ma) GI) mat 


1 4a 4b 6p V0 to ol 
IM MO = 


MADE a 


iS 


GOTOLERe 


FORI=QTOSES MEAT PRINT Sle AGATH OCHO" 
BETAS: TFAFH" 4 THEMRUMSS 


IFAS="N" 
cOTOSe1e 
IF PUG 
IF Pilea 


THEHSB48 


THEM PRINT TIL HAWES PU URPOINTS" 


THEM PRIMT! CDRrOL DTD HOT MAMAGE 2 MINUTES" 
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Key 


Searching for a key you have lost can be an aggravating experience at the best 
of times, but when you have to find it as quickly as possible and, what’s more, 
it’s hidden inside a computer the whole thing becomes very exasperating, but 
also very challenging. 

The computer has stored inside it a string of 20 ones and zeroes. 


IOIOQOIOIOLITIOILOIOIIO 


These figures can be shifted cyclically, that is, digits are moved from the 
lefthand end to the right. This is done three times and the numbers in each 
column added, for instance 


row! — OOIOIOIIIO 
row2 > O!|!I1IOIOIO! 
row3-—> OIOOIOIO!I | 


sums > 0221212222303031 1303 


This is all kept hidden from you: it is in fact the key you must find. 

What you are shown are the three rows of numbers, each shifted again. 
For instance if the top row is shifted two positions, the middle row four 
positions and the bottom row eight positions you will see 


IOLOTTIOLOLOILLOIOIOO 

OlLOIOLIOIOILOOQIOIOI | | 

|} LOILOIOLLOILOIOOIOIO 
l2 


| 
20000 | lll l23310l2e 
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LOLOL IOIOI 
1OlO!lOO10I 
LOIOIO1 101 


You are not shown the sum of the new columns but the difference for each 
column, between this sum and the first ‘hidden’ sum. In the first column, for 
instance, the hidden sum was O and the new sum is 2 so you see 2; in the second 
column the hidden sum was 2 and so is the new sum so you see 0. You must 
now shift the three rows until they are the same as the hidden key, when, of 
course, all the differences will be 0. The rows are numbered (the top row is 1, 
the middle 2 and the bottom 3) so that if you enter 


ROW = 2 
STEPS = 1 


the middle row will shift one position to the left. 


How few turns will it take you to find the key? It has been done in as few 
as 10. 
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16 REM#«K Ey ae 

28 AS="1LELBALE1LBi11Aleleiie” 
34 DIM Ti3,.195 

48 GOTO 1686 


S16 
31g 
220 
336 
348 
338 
368 
37°@ 


PEM IHITIALIZE®* 

FOe K=a TO 19 

TYG. Ka=VRILEMIDECAS. K+l. doo 
TELL RS S=TCa. KD 

TOS, KI=TCG. KD 

HEAT K 

GOSUE 466 

FOr K=@ TO 19 

TES. KSTiG Kot T ol Ko4+Te en Ko 


MEET 
GOSUE 4ha 
RET LIF} 


FEMeESHIFT ROL aes 
FOr [=i TO S 
H=TOR. Ao 

FOR K=28 TO 18 

TOR ROS T ORK ALS 
HEAT K. 

TOR. 190=H 

HExXT J 

RETR 

REMeRRAMIIOM SHIP Tee 
FOR F=4 TO 2 
S=ITHTC2A#RHDC G2» 
GOSUB Sag 

HEAT Re 


Bee cee ae 
PEM eS CREE HAR 

PRIWT voy! 

FOR F=f TO 2 

FRIWT " me 

FOR K=a4 TO 19 

PRIMT CHREC TR Ko +459 | 
HEXT K 

PRIHT 

HEXT Fe 

PRIWT tH 
F=6 

PRIWT ' no 

FOR K=@ TO 19 


J DSABS TOR Rot T OL Ko tT C2. Ko-TOSs kao 


PRIHT CHRSCD+4&5 | 
F=F Cr D 
HEAT K 
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670 
688 
13] 
61a 
826 
S25 
B38 
835 
840 
B58 
1000 
1616 
1a2¢e 
1434 
1646 
i@sea 
1860 
1874 
1686 
1f36 
116% 


PRINT 
RETURM 
REMe# I HPT ee 
PRINT 
PRINT SPCCS3> "ROW ="; 
IMPUT R 
PRIHT SPC(S9> "STEPS="; 
IMFUT & 
R=R-1 
RETURH 
FEET #eoe 1A I Mitek 
GOSUB 16@°REM THIT 
HT=6 
GOSWE S@@-REM SCREEN 
IF F=@ THEM 1698 
GOSIIB S8@:RPEM IMPLIT 
GOSUB S@G:REM SHIFT 
HT=HT+1 
GOTO 1a3a 
PRIMT 


PRINT SPCC1@2 “DOWE IN"sNTs "TURHS" 
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Black Box 


Armed only with a laser beam you must discover the whereabouts of a handful 
of atoms hidden in a vast black box. 

The box consists of 8 x 8 x 8 cubes. Atoms can be hidden in any of the 
cubes apart from those in the outer layer. However, there are never more than 
five atoms in the box. These atoms will reflect or divert laser beams according 
to the following rules: 


— a beam which strikes an atom is reflected straight back in the opposite 
direction 


— a beam which is set to pass through a cube directly adjacent to an atom 
will be reflected at right angles 


— a beam which is set to pass through a cube diagonally adjacent to an 
atom will be reflected in a direction which can be obtained by adding two 
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right-angled reflections 


The box is numbered like this: 


; 


=e 


CEP 


oar won TON — 


ao. 


oe) 


CEES 

ie! @ n 

|| xt 
jel 


ON 


Pe 
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The computer will ask you to enter Pl, P2, and P3, the coordinates of the 
position where you want the beam to enter the box. Obviously, this must be on 
the surface, so at least one of the coordinates must be 1 or 8. When you have 
entered the shot the computer will tell you where the beam has emerged. 
Remember that a beam may be reflected by more than one atom. After you 
have had a few shots you should be able to work out where the atoms are — 
but then how few is ‘a few’? 


REMe#ELACK BCH dem 
DIM Beg.9,9) 
GOTO 16ue 
RPEMQeIMPLUT SHOT He 
FRIWT " PLEASE IHPUT SHOT" 
GOSUB FAQ: REM THPLUT 
Dae i Peaga-oPK= 1» 
[ys CPSs o- 0 Ps 1 
N2=CP2sh0-CP2=1 > 
IF De=& AMD Th'=@ FMD D2=o THEM 12@ 
RE TUR 
REMeXCOMPLUTE RESIIL T dem 
FOR Te=-1 TO 1 
2h FOR Tr=-1 TO 1 
238 FOR T2=-1 TO 1 
240 IF BCPM+TA P+ PZ+T252>1 THEM Zee 
208 D[x=DK-TH 
268 Dy=L'-Ty 
2r@ U2=02-T2 
2o0 HES Tea tas LA 
230 DKSSGMCDKo DY=SGNc Lys : D2=SGHe ps" 
FOG PREPR+DK: PY=Py +d  PZ=Pl+D2 
S1@ IF CPASQO+ CP KES 5+ CP YSG i+ CP YEoo+CP2=A5+¢PZ2Z=95=8 THEN 218 
326 PRIHT “ RESULT  "s PK-DxiPY'=Dy>5 PZ-DZ 
B24 RETURN 
446 REM*e INPUT GUESS Mem 
410 PRINT " PLEASE IMPUT GUESS" 
426 GOSUB SAG: REM IHMPUT 
430 IF BOPs«. PY. P2s=1 THEM PRIHT " RIGHT !":GOTO 450 
440 FRIHT " WRONG! " 
450 RETURM 
SAG REM##IMPUT COORIIMHATES&* 
S14 PRINT " ENTER COORDINATES: " 
S2@ INPUT " FPis"a PK 


70 AG coool soul eel dll eed OOD OW 
“SOLD RB WO PS ee ep | 
QI oaae 


hh 
eM 
Lan] 
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S30 IF Pe<1 OR Px>e THEM S20 
S4Q INPUT " Pes" PY 

S20 IF Pcl ORF P’>S THEM 54a 
S6@Q IMPUT " PSs" Fe 

S7@ IF P2ti OF P2>6 THEN 56a 
SS@ RETRY 

10286 REMS¥EMNAIM PROGRAM see 

1665 PRIHWT oT" 

1@18 FOR AT=1 To 5S 

1426 PRSC#eRHDCA +2 

1421 PY=e6eRPHDCa24+2 

laze PZ=6eRHOCe +2 

1923 IF BCPR.PY.P2s=1 THEN 1828 
1a@25 EBCPX. FY. Pex 3=1 

{ase WHEYT 

1448 GOSUB 196@:°REM IHPUT SHOT 
1450 GOSUB 260: REM COMPUTE RESULT 
{460 PRIHT " SHOOT OF GUESS?cs-on" 
1A7@ GET IN¢ 

19668 IF IN¢="S" THEM 14a 

1490 IF TH¢¢>"G" THEM 187A 
1166 GOSUB 40@° REM INPUT GUESS 
i116 GOTO 1666 
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Treasure Hunt 


Have you ever dreamed of going in search of hidden treasure? Of journeying 
through wild and hostile countryside, living off the land and sleeping out, until 
you reach the remote and forbidding land where your glittering prize is hidden? 
If so, this is the game for you. 

You will be taken high up into the Rocky Mountains and given a map 
which shows where the treasures you seek are hidden, and what they are worth. 
To reach them you must make your way along narrow twisting paths — one 


false step means certain death — by using the following keys. 


O, for one step upwards 

K, for one step to the left 
:, for one step to the right 
., for one step downwards 


You discover the treasures simply by treading on them. 
But wait ... it’s not that easy. You didn’t really think it would be that 
simple, did you? The treasures you seek are very carefully guarded by some 
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extremely vicious and terrifying birds who will attack you if you are not 
careful. If they get you in their sights you will be paralyzed with fear. The only 
thing you can do to try and stop them is to press the space bar. 

If you still feel up to the challenge start your search in the lower left hand 
corner of the map. Collect as much treasure as you can and take it away 
through the upper right hand exit. This will give you bonus points, and another 
chance to journey along the paths, picking up treasure. In fact you can make as 
many treasure-seeking trips as you can get away with. Unfortunately each time 
you go through you disturb more of those appalling birds, who become increas- 
ingly aggressive. 

The risks are high, but so are the rewards, so gather up your courage and 
off you go! . 


28 SC=1424 

BQ DS=" eee TAS)" 

$0 GOTO 10Ge@ 

126 REMReSCREEN®™* 

118 PRINT "cI". 

120 PRINT "See 
130 PRINT "SS SCR 63a 6 8" 
140 PRINT "S53 We wo oe" 


15@ PRINT "32 8 8 SESS Se?" 
166 PRINT "% 08 Mw a »" 
17@ PRINT "S23 at 8 0 0 See” 
190 PRINT "S38 #222 Se 89M " 
190 PRINT "3 8 OM Se ee" 
208 PRINT "3 3 0 4 68 OR" 
218 PRINT "#818 43 ® ae 
220 PRINT "35 3] Oe BS 
23@ PRINT: "# 1mm 8 ee 
240 PRINT "3 @ 38 BO We a 
250 PRINT "8 ® | ee. w7e8 " 


ZED PRINT "50 SACRO 
380 Yai4: Xl 

318 PL=40m'y+x 

328 POKE SC+PL.9 
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338 
Z40 
408 
416 
428 
4Se 
440 
420 
464 
47H 
ad 
490) 


o 


a 


BEM MHS MM MM MM we) Rem me me 


WY ee He TY eed fod re 


PeYHHmth hm Hmm Oe as 
Tl ay oY A Of 


Mm 


a 
Ai 
taze 
1830 
1244 
1aae 


PRINT DSiP 2H. 

RETURH 

REMASPLAYER MOVES 
T1=40)9- INTC 2G#HCHPHT Gt 5 
FOR Tiie=1 To Tl 

GET DIf:IF Dlg="" THEM %14 
Vea Vie earn TesS 
WretDIf="9'%-cnlge".") 

HP SG ae Yb CRI 


PKSPEEKCSC+HPO IF FRa>S2 AMD CPR4S 


POKE SO+PL. 22 KEK AY Wyte PLSEMP 
FOsFea-de: IF POCe THEM 31a 
PLSPLtPo PeePot+Peo PRIHMT Ibi Pa; 
POKE SC+PL.@:1F PL=4@ THEN Di=T1 
MEAT DU: IF PLDAaeis THEN 468 
RE TLRS 

RPEMEeBRIRDI ATTACKS ee 

DT=1 5-2 

FOR T=1 Tl 16:°GET DIS: NEXT 
Bu=a46e') +28 

PE=PEEK CSC+BHII% 
POKE SC+BU. 31 
For DTE=1 To DIT: WERT 

GET Dt 

IF Di¢=" " OR Pee THEM RETLRN 
POKE SC+ELI. PE 
BLISBLI-—1 
GOTO B20 

RETMMeMA TH PROGRAM ee 

GOSUR 16@:°REM SCREEH 

GOSUB 400° REM PLAYER MOVES 


OR PKS?) THEN 318 


IF PL«4 9 THEM MCSHC+1l P2=Pa2+NCaePl Pi=0: GOTO 1018 


GOSUB 660: REM FIRD ATTACKS 


IF Pee THEM PORE SC+BU. PRK OPL=Pi+1:GOTO 1028 
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.T. — The Adventure of the 
Century 


In this crazy adventure you will sink into the bowels of the earth and meet a 
very strange creature who lives there. His name is, of course, I.T. which stands 
for Intra Terrestrial. 

If you have never played an adventure game before don’t worry about the 
rules — there aren’t any! You have to work everything out for yourself as you 
journey beneath the earth’s surface, performing extraordinary tasks and facing 
terrifying dangers as you go. If it all gets too much for you enter HELP and see 
what the computer comes up with. 

So, type in the game, take out a good insurance policy, give the RUN 
command, and off you go! 
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16 REMsee 1. 7. ee 
26 GOSUE Secig 
36 MWe > HRSe@: GOTO Sa 
40 GOSUB 286 
Sa GOSUEB 3a2 
60 GOSUE 484 
TA IF MWe THEW 40 
190 PRINT "“SCOHMGRATULATIOWS YOU SUCCEETIED IM FILLIWGYOURSELF ! " 
116 ED 
200 RESMee TMP LIT ee 
218 HR=@: tive 
220 THPLUIT "WHAT HEKT SCE 
230 FOR I=1 To 14 
2408 IF LEFTECM#@c lo. LEMC CEs 5=C# THEM Mile T IT=14 
25Q HET I 
Zee IF MWe THEM GOTO 31a 
276 IF Mvs@ THEM PRINT "I DOW’ T UNDER STAM GOTO See 
260 HRER CRM. Mo TF WR THEM 318 
236 FPRIHT "THE WA IS BARRED" 
388 GOTO 26a 
314 PRINT "ON": 
320 RETF}, 
460 REM#* ITP T 
41@ PRINT "YOU FRE IH THE "i (PRIHT Deck 
$20 IF RPM>H25 OR CLO AWD Télo=8 OR Tco1s=Rito THEN 438 
425 PRINT "IT’S VERY DARK HERE" GOTO 446 
428 FOR I=1i1 TO 12 
B2 IF TCl2=RM THEM PRIMT “A "Us THclo:" IS HERE" 
434 HEXT I 
435 IF LO AWD PL>L2@e THEM PRIWT "SOUR LAMP HAS EXPIRED"  LO=e@ 
$36 IF LO AWD FL>168 THEM FPRIWT "OUR LAMP BATTERTES ARE GETTIHG EXHAUSTEN" 
446 FOR [=1 TO 6 
450 IF RCRM.T2¢>@ THEN PRIAT "SL Par GO "Mec l 
46@ HEXT I 
4720 PRINT TABCS): "see" 
460 RETUPRHH 
SAR REMKeOPERAT I OHS 
S1Q@ IF HR<>@ THEN Rtt=Hr 
S208 TH=6 
S33 FOR I=1 TO 12 
S44 IF TCLs=FM THEM TH=I:T=12 
ESQ WHEAT I 
S360 HL= 
=a7@ FOR I=1 TO 6 
SAA IF HCl. 1°=FM THEM HL=1°: l=46 
S928 WERT I 
600 REM#GEMERAL CPERATIOMS® 
flO IF RM<Cl2 AWD RRCSE THEM GOSUE 42one 


m 
na) 


@ RL=RL-LO 
G RPEMEPERSOMAL OPERATION oe 
@ IF tvs THEM SAG 
SG CM Mv-6 GOSUB 1668, 12800. 1266. 1400.16606.1768. 1308. 1305 
@ REM*HAMILERS€ 
@ OH HL GOSUE 2ORE. 230m. SEGG. 27a, 2300, 21608 
RE TUPH 


RIE tae ae ko Th Leow 

IF AL=@ OF HL>d THEM PRINT "TIME IS THE OMLYY THIHG ‘OU CAM KILL" RETURN 
TRePr GOSUE 4100 

IF PO=8 THEM FRIWT "WITH BRRE HAHDS? THAT“S SUICIDE!" RETR 
PRIMT "YOU TR TO KILL THE "° PRINT H€CHL > 

PRIHT "YOU STRIKE IT WITH YOUR SWORD. ". 

TF CHL=1 OR HLe2> AWD CHCHL. eo s6 OR HOHL. 29-55 THEM Lares 

IF RHMDCGo<. 5 THEM PRIHT " BUT IT MOVES AWAY GUICKL'?... "GOTO 1696 
PRIMT " AMD OU GIVE IT A TERRIBLE BLOW!" 

HOHL» SZ eeHCHL. 2a-] 

IF RHDCGo>, 2 THEN 1126 

PRIHT "THIS IS YOUR CHAMCE!! ‘YOU CAH HIT IT AGAIWH BEFORE IT RECOVERS." 
INPUT "TO VOL) WAHT TOCA MoO Ae PRIA Uy 

IF AHS="J" THEM FPRIMT "WOU RAISE YOUR SWORD AGAIN." “GOTO 1855 
IF H¢HL. 39>) THEW RETURM 

IF H¢ HL. 3921 THEN PRIWT "YOUR VICTIM IS BADLY WOWHDED" > RETURN 
PRIHT “YOU KILLED ‘dur WICTIM" 

S@ HCHL. 19=0° TCOHL +6 0=FIM > HL=O 

1168 RETURH 

REM#*&HELP 

i216 PRINT 'SROSSIEBLE COMMANDS : m" 

122@ FOR [=1 TO 14° PRIMT ME¢1o  HEST 

1230 PRINT "FHIT ANY KEY" 

1246 GET IHS: IF IH#="" THEM 1246 

1250 PRIWT Oy": 

1268 RETURM 

1308 REM##* TAKES 

1305 IF ¢T¢1>=@ OF TC1 .=RM® AND LO OR RM>2e4 THEM 1316 

1306 PRINT “YOU CAH’T SEE ‘YOUR OWN FINGERS.LET ALONE SOMETHING TO TAKE!" 
1307 RETURM 

1318 IF TH=6 THEM PRIHT "THERES HOTHING TO TAKE HERE": RETURM 

1326 PRIMT "YOU TAKE THE "; TE“ TH? 

1330 PCLFO=TH: LP=LP+1: 7. THI=8: TH=@ 

1348 RETURH 

1460 REMEDROP ee 

141@ IF LP=1 THEN FRIWT"YOU OWN NOTHING |!" > RETURN 

1426 PRIHT "WHAT DO YOU WAHT TO DROP": IMPUT Dt: PRIWT So". 

143@ TP=8:FORF I=i TO 12 

144@ IF D#=LEFTE¢(Te¢ >. LEHCDf9> THEN TP=I:T=i12 

1450 HEXT I 

1462 IF TRP=@ THEM PRIMT "I DON’T UMDERSTAND" > RETURH 

1470 GOSUB 41606 


AMM eM OH & ope Mm 


be Pe Re he re pe A Pe be pe Pe Pe pe ET OT, oo om oy oy 
rere re re reper QAR MS Daw am oO wh 
HVMIUIVWIVIVIIgIVAAHAIgaD 


— 
RS 
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idea 
1498 
1526 
1520 
1530 
1544 
1558 
16828 
1618 
1628 
1636 
1646 
1658 
17ee 
1718 
1728 
1738 


IF FPO=@ THEH PRINT "YOURE NOT CARRYIHG A". PRINT TecTP> GOTO 1526 
FRINT YOU DROP THE "i Tec TPs 

THER CPOs: TOTHI=RMLPS=LP-1°POPOo=SPCLPS 

IMPUT "DO YOU WAHT TO DROP MORE": AWS 

PRIMT "my": 

IF AMS="""" THEM 1428 

RETURN 

RE M48 THVEMT OR rsa 

IF LP=1 THEN PRINT "YOU Cl MOTHIMNG AT ALL": GOTO 1648 

PRIHT "WOLl ARE CARRYIHG: © 

FOR 1=1 TO LP-1: PRINT TECPCT o> NEXT 

PRINT "VOL! CAN SURVIVES S-HiG "WOUNDS" 

RETURH 

REMee BAH DAGGER 

TP=6'GOSUB 4108 

IF PO=@ THEM PRINT "YOU WOW’ T MAMAGE WITHOUT A BRHDAGE' > RETURH 
PRINT "IT DOESH’T LOOK VER'Y HOPEFUL. T°LL NEED ALL YOL) HAVE" 
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{ee 
1668 
1S7e 
1986 
1916 
1326 
1925 
19236 
1946 
19508 
1955 
1394 
1998 
2AaGa 
2018 
2020 
2038 
2934 
2038 
2asa 
2h6a 
2Aar7s 
2Bea 
26390 
2105 
2119 
2120 
2133 
2143 
2130 
2162 
2178 
21808 
2198 
22AS 
2216 
2228 
2246 
2308 
2318 


PRIHT "LL RIGHT. IT WILL HOLD FOR A WHILE" 

NMSA LRSL Pe 1 POP CEPOL es 

PETLURG 

REMRLAHTERH CH. CIPF see 

IF TC1i>8 AWD TO12¢>RM THEM PRIMT "GET & LATERM FIRST)": RETURM 
IF PLZ1Z@ THEN PRINT "SOUR BATTERIES ARE FTNTSHED! - PETURM 

LOSsHOT LO 

PRINT "THE LANTERM TS HOW": 

IF LO THEM PRINT "OM": RETLRM 

PRIMT "OFF" 

RETLIRH 

RE Maes FY 

TP=4:GOSUB 4140 

IF POS? THEH 1930 

PRIHT “THERE IS HOTHING HERE TO BEAD!" - RETURH 

IF HOT LO AND RM<25 THEN PRIWT “ITS TOC DARE TO READ  RETURM 
TS="CGDOD HR 2 ADGHOD EMG BNHJIHDR HM SGHR ANNI." :GOSUB 4aaB 
T#="HS PZKR: SZID HME GOKKGHTMC ZMC 2 OHMEG HE YGIZS."GOSUE sang 
TH="0TS HS MM 7 AZOADETD." GOSLIB sano 

PRINT "THAT= ALL” 

RETURN 

REMMKT Tam 

IF THES THEM HL. 2928: 7TCTHI=S0: THEO 

OM Hii, 22 GOTO 2038, 2068, 2098,2198. 2220 

PRINT TABCS3i "Me I.T. ee” 

PRINT "I.T. IS HERE. HE’S TALKING URGENTLY. BUT YOU DON’T UNDERSTAND ": 
PRINT 

H¢1,2.=2°RETURM 

T$="H.S. FDRSTODR SG2S GI HR UDOY SGHORSK.GOKMNIR CDRODOZSD.": GOSUB ane 
PRINT 

RETLIPN 

TE="H.S. COHMIR 2R HE GD MDDCDC HS UDO AZCKX." : GOSUB 4800 
TS="ZESDQ 2 VGHKD GD RSZOSR SZKIJHMF ZFEHM; ":GOSUB 4aae 

TS="2MC ¥NT QIZKHYD “NT B2M TMCDGRSZMC GHL!" :GOSUB 4aa0 

T#="GD RZ¥R: OKDIZRI FH CNVM EHMC SOD MTKKHSSAMLA "GOSUB qaan 
T#="RNLD BOZYX CONMEDIRRENG VZMSR SM CURSOM!  ZKK KHED VHSG HS!" :GOSUB 4ane 
T$="H GZC 2 EHFGS VHSG SGD LNMRSIG SG2s" GOSUE 4¢aae 

TS="QNSIBSE HS.ATS MMV H ZL DWGZTRSDC, ": GOSUE 4ane 

Tt="RH HS’R TO SN KHT SH RFUD SGD DZesG!" GOSUB «Aan 

PRINT "SUDDEMLY 1.7. COLLAPSES” 

H61,2924:PETURN 

PRINT "IT LOOKS LIKE 1.7. IS IN COMA.HOW YOU*LLHAVE TO TO IT ALL ALONE!" 
PRINT " GOOD LUCK!" 

H(i. 2925: RETRY 

PRINT "I.T. IS HERE.HE IS IM A COMA," PRINT 

RETLIRN 

PEM##IRAGOM A 

IF TH=S THEM H(2, 2355: T¢TH=0:THea 
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ho fo fo po 
i Go 


Tio 63 A) 


Mud & 


247A PRIHT "THE MOHSTER SANS SURPRISED: COOKIES 7!" 

2466 PRIHT “AWD STARTS TO EAT AT ONCE. AN ERORMOUS" 

2495 PRIHT '' Pe Bee ae ie ae 

2497 PRINT "AWD IT FALLS ASLEEP. 

ZahQ ROLE. 69=1 

251@ HC2. 226: RETURH 

2520 PRINT “THE MOHSTER It ASLEEP. " 

2ucA RETURM 

2Eaa REM€eSHAKE e+ 

2610 PRIMT "THERE IS A SHEAKY SHAKE HERE, " 

2620 IF FMD¢@0<.4 THEN RETURN 

2620 IF LP=1 OR RPHDC@9d. 5 THEM fare 

P6d@ RH=FHROCLP 19° TORCRM OD DH=Lo+PN ROC too LPS=LP- TOP CRA SEP CLP 
268A PRIKMT "IT SHETCHES SOMETHIMG. AMT". 

267@ PRIWT "IT SHEARS ALIA 

2650 HCD. LISHCD. 1 24+t IF HOS. Lo>2a4 THEM HOB. 19=HOR. 19-8 

2698 RETURM 

27 GG Bs a alle ete ed 

ZFTiO ON H64.29 GOTO 2726. 2750. 2798 

2728 PRIWT ‘THERE Ia A AT AMT HELLCUHT! HERE" 

erce PRINT “17 LOOKS LIFE TT WAMTS You FOR DINHERY 

2740 Hed. 2522: RETURH 

27T5G PRINT "THE HELLHOUNT ATTACKS AND BITES you VIOLENTLY. " 
SPER Hi=Hld+l 

2°70 Hid. 29=3  RETURH 

2766 PRINT “THE HELLHOUHT GROWLS ANT SFEMS TO POPPARE FOR ANOTHER ATTACK. 
SAGR Hid. 2 I=L+PHR OCS 0 POT UH 

SORA FE babe Fi tel Ei ae ge 

EPiG PRIWT "THE HUILLITY-BOME TS HERE, THERS ARE THREE": 
2920 PRIHT "MTRES COMMECTING THE BOMB ANT THE TIMIHGMECHANMISMH: " 
25920 PRIN UR GREEH SINE ree hs 

2927 PRIKMT “A SELLOW GHEE cho 

S320 PRTYT "AD A SED ONE cea 

2o20 PRINT UY MUST TPTSCoMINeE CT Two TO MARE ITT i7oe 

2548 IHEIT "WHICH OME ETRET "sg 

SS5Q IMPIT UAH SECM cht 

2568 CEea C$a "GYR" Foe T=i TO 


OW H¢2 
PRINT 
PRINT 
H¢2, 


12) GOTO 2330, 2370. 2480, 
"THERE IS AH ENMORMOUS 
i aii os Bal oe | came | 
Zoe RETURHY 

PRINT "THE MOHSTER YELL 
FRINT "ARE ‘Ol! A CORK IE 

Hee. 2923: RETURM 

PRINT "THE MOWSTER KEEPS 
H¢2. 294° RETURM 

PRIHT "THE MONSTER GIVES 
Mide=til+ 1 

He2. 20=F NRO So+1° RETURN 


LOZ 


ot} pe 


VELL 


aaa 


2438, 2470, 2528 
OHSTER HERE. I7°S 
Ete 


EVES ARE POLL IHG" 


ER AWD) OUTER : 


ING AWD BECOMES FATHER AGGRESSIVE. 


A TERRIBLE BLOW. ‘YOUR HEAD 1S 
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SPINMIHG" 


2970 CB=CE-CAS=M IDSC CH. TL. too Ces IDSs. I. 1% 
29680 HEAT I 

239M IF CECz THEM FPRIMT "SWATCH OUT! PRIWMT "MWROHG IHPLIT!": GOTO 2918 
S600 IF ASCOMEIHASC CPE nSneoe THEM Sese 

3@65 FOR I=1 TO 1@°FOKE 53291,1 

3014 PRIKT "T) # EMORMOUS EXPLOSION #m" 

3012 PRIHT " 1 MUSHROOM CLOW tm 

3016 PRIHT "Ol! TRIED BRAVELY. BUT ALAS !'! YO " 
9626 PRIHT “DPON*T SUCCEED s. 3" 

3@22 FOR J=1 TO 4:POKE Sa2s1,9°MEXT J. 1 

2825 EMD 


S030 PRIHT "TORR NDRPR RRs COMCRATULAT IOHSee" 

Sa4¢e@ PRIHT "StYOU SUCCEEDED WHERE EVERYOME ELSE FAILED" 

S668 EMD 

S108 REMeeERARBECWUES® 

S138 IF Ti2c=kM AWD Teles=RM THEM TH=S: TC THO=FM Teas Tel eveG Hid. fae 


3146 OW HO4.27 GOTO S158. 31580, 5228 

BLS@ PRINT "'THEPE IS A GIANT BARBECUE WITH A 

BIBS PRINT “LARGE FIRE UHDER IT." 

3170 RETURH 

Biée@ PRINT "AW EMORMOUS FLASH LIGHTEWS THE PLACE " 
Blige FOR [=1 TO 46° POKE S3291.1°HEXT I 

Sige POKE S2281.2 

StS? PRINT "AWD & PEMETRATIWG SMELL FILLS SOUR HOSE," 
S210 Hk. Ssse2 RETURY 

S226 PRIHT "EVERYTHING IS QUIET HOW: EWEN THE PEHE TRATIHG SMELL " 
S240 PRIHT "HAS GOHE." 

S250 Hi 6, 22=1° RETURH 

4760 REMeeDECODE TEs Taw 

46140 TH¢="""FOR Tl=1 TO LEWC TE> CH=MITSecT#. 11.1% 
49270 IF C#¥="2" THEN C#="A" GOTO 4628 

4425 IF Ce>="A" GH CPC" S" THEM CERCHRECASC CCE a+] 3 
4820 THE=THE4+CE 

44446 HEMT IF HOT IH THEN FRIWT TH 

4020 PETURN 

4100 REM#¥HWHAT IS CARRIED &* 

$110 POsea:FOR I=1 TO LF-1 

$126 IF PCI2=TP THEN FOSfI: I=LP-i 

41240 HEXT I 

4140 RETURH 

4200 REM#RPLUSZLE ee 

4218 RPT=FT+1 

4226 IF BMecch tT: THEM PR=RR+1 

$220 IF RTC THEM RETR 

4240 IF BR=8 THEM 4316 

4250 FOR O=1 TO 26: POKE S3261.8:°HEXT © 

4255 PRINT "RH ABSOLUTE DARKWESS COVERS YOU AWD IT ” 
4265 PRIWHT "FEELS AS IF SOMETHIWHG IS BEIMG PUSHED ALIA" 
4270 PRINT "FOR A MOMENT YOU ARE UNCOMCIOUS, " 
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POKE S3281.2 


A RT=1°RR=1° Rot 


RETURH 

FRIHT "YOU HEAR A STRANGE SOUND AS IF SOMETHING " 
PRINT "IS BEIHG PUSHED AWAY. 

FOR DL=1 TO 3606:MEXT DL 

PRINT "HOW IT HAS STOPPED." 


ARCS. Leg 


RETURH 
REM##IMHITIALISEs® 
PRIHT "CI"SPEViG> “WAIT A MINUTE PLEASE. " 


A DIM R636,69, DEC36 5 MECL 4D HCG, SSL HEC RD Th1S5. TECL SSP? 


DEF ENRDCH SINT CMARMDC OD +13 

REMMCONNECT IOHS® 

FOR I=1 TO 36 

ROI, LaSItl ORC]. 2o=T-1 Rel, gosl4+d RO]. 45s ]-4 

NEXT I 

FOR I=@ TO 24 STEP lz 

FOR J=1 70 3 STEP 4: RC1+34+3,15=0°RO1+3.2928°> NEAT 
FOR J=1 TO 4° RC1+J+6. 354° RC1+7. 4520: MEXT 

HEXT I 


RCL. SIS16 RCP, SH15 R632, 63813 ROLF, SHS RCS, Gal S ROIS, 


FOR T=1 TO 15:REAM RM: READ TM Re CR. PG ERT 


a REM#IMIT PARAMETERS*® 
BM RM=36°P0=1:LP=1'RL=6°|.0=8: HW=8'RT=O: RR=O 


REM#FILL ARRAYS 
IN=-1 
FOR T=1 TO 14:°READ MET 3° HEXT 


3@ FOR I=1 TO 12:READ T#:GOSUB 4000: TEC 1 0= THE: NEXT 


FOR J=1 TO €6:READ T#:GOSUE 4000: HEC To=THE > HEMT 
FOR I=1 TO Zé: READ T#:GOSUE 4890 DECI s=THE: NEXT 
FOR I=1 TO 12:READ Tels HET 


aA FOR I=1 TO €:READ Hel Lae HOl. So cHe ls She MEKT 


FOR I=1 70 S:READ Sto: MEXT 
A IN=@ 
A RETURM 


DATA 21.1,22.2.22.1.23.2,18:1,.19, 2.16.3. 20, 4.11.1512, 2.75158. 2570438! 
DATA EAST. WEST. NORTH. SOQLITH, UIP. DOWN, KILL. HELP, TAKE. DROP 

= DATA INVENTOR. BRMDAGE. LAMTERM. REAL 
DATA K2Z2MSDOM. VGNZSOHKD. V2SDORZBI. BHHIAWM I. KDZEKDS, AZMCZFD. RYNOC 
2 DATA BHAHIHD.AWCe HE H.S. 

= DATA FHZMS BHOORDLJREHBIIC RMZFO.CI2C GHTMC 

= DATA H.S.-LAMRSOG. RMZID. GDEKIGHTMC, RZOARDETO. RHLA 


Sa4@ DATA GURTSEZUD. S-EZUD. RIDES BHOGHCHO. BHMSOHE OHHL. H-B2UT. H-B2ZUD 
= DATA ROSBI-PZUD. AK ZBI GML. O-B2UD.D-E2UD.M-B2uUD. DLOSHMIRR 


DATA RL2ZEK BED. OWRIe BEUDLRLOKES BRUT. COSPHM B2WD. RM2Z. 


BATA RSODL AZMI. RSH OK LED. EMMO B2UT. EMMSK BUT 
DATS BHEMEIC B2UD.HED BEUDMODM OF SBD WAHCE. WHC 
TATA VHHCR VAMCR WHMICR WMPICR EMER WRC Fe 
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SATKKMY BZUD 


ay 


Cn ay 
a ea 
my 


Lae 


The Wolf and the Five Little Goats 


A Grimm’s fairy tale? No, an intriguing board game! This game is played on a 
checkerboard displayed on the screen. As the game begins, the goats are scat- 
tered throughout the lower half of the board and are represented by little 
squares containing a number. The wolf stands at the upper left-hand corner of 
the board. 

Off we go — you are the wolf, and the computer controls the goats. You 
win if you eat three goats, and the computer wins if one of the goats eats you. 
(These wolf-eating goats are amazing creatures!) 

You may start. On the lower part of the screen you see: 


YOU MAY ENTER... MOVES 
for example 


YOU MAY ENTER 2 MOVES 


The number of moves always lies between 1 and 3, and tells you how many 
steps you may take during your turn. The wolf — in other words, you — may 
move horizontally or vertically, but never diagonally. Each move must be 
entered on the cursor keys. If the /ast move of a series of moves brings you on 
a square with a goat, the goat is yours. You may never cross a square that has a 
goat on it. 

There are 5 goats in all, and they may jump over each other. Goats can 
move only in one direction. The number of steps they may move is shown on 
the goats themselves, and is always between 1 and 5. For instance, if a goat 
bears the number 3 he can move 
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3 steps to the left, or 
3 steps to the right, or 
3 steps forward, or 

3 steps backward 


He cannot move | step forward and 2 steps to the left. If you (the wolf) have 
moved to a new position the computer shows 


NOW IT’S MY TURN 
When it is your turn, the computer shows 
YOU MAY ENTER... MOVES 
At the end of the game the computer either tells you 
YOU WIN! 
Or worse 
YOU LOSE 


16 REMESTHE WOLF APD THE S LITTLE Goer sew 
So DT: Belay te seh a oe eo He 

@ mC Lo=" 

Gt [igs " TORT ATATATST ATOM 8) 

@ GOTO Zea 

ie REMeeTIR FI CIE FOE Die 

1818 OH CA42 GOTO Leeds, 1oae, lade 
1620 R=PRWOC=CMOThE= "WW" GOTO 1aPre 
1030 TeEsCECR4+C0 RHO 12° GOTO 1are 
164@ R=RCGT)  CHaceaTo 

LOS8 Ts$s"G"+RIGHTECSTRECHMC GT 39 10 
Laee CA=GT 
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167@ PRIWT LEFTS< DE. S+R>s TABC]#C-19 5 SPCCPs THE 
1G&H BCR. Co=CA 

1698 RETURM 

1106 REM#* IH ITIALIZE#* 

1116 REM DRAW CHECKERBOARD 

1126 PRINT oC". 


1130 FOR R=1 TO 18 
1i4d@ FOR C=1 TO 18 
115@ CA=O:GOSUE lage 


1166 MEAT CuR 

1178 REM PLACE WOLF 

1196 RWEL CW=1 HME THT CRHDC Oo eS+ 1 
1198 CR=-1:'GOSUB 1608 

1266 REM FLACE GOATS 

1216 FOR GT=1 TO 5 

1220 RCGTISTIHTORHDCAse1 G+) 3 

1238 CCOGTI=IMTCRHDC A #1 a+) > 

1246 HMO GTOSIHTORMDS Go e+ 1 

125@ IF Ber GTo CeGTas<o@ THEN 1228 
1268 CA=i'GOSUB 16am 

12°76 HEXT GT 

1264 RETURH 

1306 REMREMOVE WOLF ee 


Lele PRET 0s." YOU MAY ENTER" Hts Mb Moves" 
13208 FOR DuU=1 TO HM 

1336 GET MVE-° IF MVt="" THEM 1338 

VSIA ROHCMVE=")" AMD RWS lo one" " AWD Rie L a 
1364 CO=cMvs="" AMD CW>1o-cMve=" a" AMD CHALE 
i37a TE=BCRH+RO. CH+CD% 

1388 IF TE<@ ORF TE>@ AND DUCHM THEN 1338 

1390 HMC TE=@ 


1486 SC=SC+SGNCTES 

1418 R=Fb): C=Ch 

1420 CA=6:°GOSUB 1aee 

1430 RWeRW+RD: CH=CW+C0 

i440 CR=-1°GOSUB 1888 

1456 NE“T DU 

1460 HM=THT CRMC ao #S+ 4 > 

14728 RETURM 

1520 REMRECOMPUTER MOWE se 

13519 PRIWT DS: " HOW IT?S Mr TURK " 
1528 REM EVALUAT IO 

1538 MeA=-4ee 

1544 FOR GT=1 TO 5 

1350 IF HM¢GTo=@ THEM lege 

1566 CG=CCOGTIORG=RCGTO+HMC GT GOSUB 1608 
1578 RG=RCOGTO-HMMCGT A GOSUB 18648 

1580 RGERCGT? CG=CCGTI+NMcGTo  GOSUE 1e68 
13596 CGSC{GTI-HMC GT): GOSUBR 1888 
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168 
1618 
1620 
1638 
1640 
1658 
1666 
1678 
1664 
1698 
17°@e@ 
1686 
16168 
1815 
1828 
1636 
1846 
1856 
1666 
1672 
1686 
1892 


HEXT GT 

REM MOVE GOFIT 

C=CCGBo R=kCGE 
CA=@:GOSUB 18a 
RCGHO=RB:CCOGRO=CE 

MMC GBRO=IMT CRMIC Bea 4+ 1 
GT=GB 

CA=1-:GOSUE 1900 

IF M400 THEM RETURN 
PRIMT DF: " WO LOSE 
EMD 

REMRES TAT LIS sem 


IF ABS CROGTO-RWO+RBSOCCGTo-ChoSHr THEM 


sQ=8 


S020 ° GOT 


IF PGi OR FG?1i6 OF COT1 OF Coble THEM RETURN 


IF BeRG,CG226 THEM RETURM 
DI=ABSCRW-RGO+RBSCCH-CG) 

IF Dl=@ THEM S@Q=566:GOTO i338 
IF DISH OF DISti-2 THEN RETURN 
IF DI<=S THEM S@=So+35 
SO=SR-408¢ CRG=RM I+ CCO=CM oo 

FOR G=1 TO & 
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SQHSO- 1 OKC CROCHR CGI IFCCRSIL CGS 1D 
HEMT 

IF SO+RHDCG<M¢ THEH 1940 

M¥=SO: GRSGT PERG: CESCG 

RE TUR 


A REM@eMAIM PROGRAM ee 


GOSUB 1186: REM IMITIALIZE 

GOSUB 1308: FEM MOVE WOLF 

IF SCs THEN Shee 

GOSUB 1S@@° FEM COMPUTER MOWE 
GOTO eae8 

PRIHT Det." CILD WLI be 
EMT 


i 
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Alphabetic Highway 


This program again shows the power of working with sprites. After the RUN 
command has been entered you will see a busy highway with many cars on it — your 
task is to get across safely. But that’s not all. If you watch carefully you will see the 
complete alphabet appear above the highway. It starts at A, progresses to B and so on. 
You will notice that your task becomes more and more difficult... 

At the start of the game the computer requests a level which determines the speed 
of the cars. The cars do not all travel at the same rate, however, and this makes your 
task all the more difficult. 


If you are unlucky enough to be involved in an accident, the computer asks: 


AGAIN (Y/N)? 


and by pressing Y you are miraculously restored to health and the games starts 
again. 


1@ REM ALPHABETIC HIGHWAY 

26 FRIWT “oy! 

36 VW= Tse45: REM LOWEST SPRITE REGISTER 

49 FOKE V+2l. @ 

Sa A= PEEKS V+360° REM INIT COLLISION REGISTER 
66 FPOKE 2848. 14 

YO FORE V+as, | 

6@ REM INPUT LEVEL 

SO FRIHT "LEVEL ¢1-39 %" 

1fa GET L# 

li@ IF L#> "5" OR LE. "1" GOTO 186 

126 L= WALS LSo: PRIWT "7" 

136 REM DEFINITE SPRITE 8 

14@ FOR I=G@ TO 62: READ ® 

139 FOKE s3¢+l. GG: MEXT 1 

16@ FOR I= 6 TO 62: FOKE @96+1, @: MEAT I: REM SPRITE 6 LEGEH 
17@ FOKE S3261. 6: POKE Sazea@. 6: REM COLOR 

166 REM SCREEHW 

136 FPRIWT "TX ALFRBETIC HIGHWA" 

206 PRIHT "WS CEWELe ob 
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219 
228 
238 
248 
258 
266 
276 
286 
<9 
308 
3168 
32 
338 
346 
358 
360 
378 
388 
398 
468 
410 
422 
430 
440 
4350 
464 
478 
484 
498 
ve] 4) 4) 
514 
528 
338 
548 
558 
368 
376 
288 
798 
£88 
616 
628 
638 
648 
6568 
6668 
672 
660 


PRINT "let ABCIEFGHIJIKLMMOPORSTUYH 2" 
FOR I= 1 TO i4 

PRINT "@ : 
NEXT I 

PRINT "CYYITYITITIITITIT Se" : 

REM IHIT SPRITES 1-7 

FOR I= 1 TO 7 

POKE 2644+ I, 13 

POKE Vt2eI, 248 

POKE V+2e I+1. 93+ 1681 

POKE V+ SS+1, 2#I-1 

MEXT I 

POKE V¥+d42, 2 

POKE V+21, 254 

FOR I= 1 TO 26: REM MAIN FROGRAM 

POKE T6394. FEEKC 563340 AWD 254: REM PLACE CHARACTERS 
POKE 1. PEEKS 19 AHD 251 

FOR J= @ TO 7 

POKE 896+ 3%J, PEEK! S3249+ I[es+]5 

MEAT J 

POKE 1. PEEKC 15 OR 4 

POKE 56334, PEEKC 36934 OR 1 

POKE VY, 32+ Imes 

POKE V+1, 38 

POKE V+21, 255 

FOR A¥=1 TO 258: HExT Al 

PRINT " SDMAUSDSeDSSeeTaTelslerece"' . 

REM PLA’ 

FOR K= 1 TO ? 

JO=PEEK «563215 

IF NOT JO AND 1 AND PEER i+ia> 98 THEN POKE +1. PEEKS Y+1lo- 2 
IF HOT JO AMD 2 THEM POKE W+it. PEEKS V+io+ 2 
X= PEEKS VW+eekKo- Sele RHIC 19-16- 1/2 
IF ®€@ THEN w= H+e4o 

POKE Vroek, 4 


IF PEEKS VY+t@s AWD 1 THEM PRIWT: PRIMT "ACCIDENT! !!": GOTO 698 
IF PEEKS V+1>9= 216 GOTO 686 

MEXT kK 

GOTO 498 


FOR AV= 1 TO 250: WEXT RY 

REM WEXT CHARACTER 

PRIHT CHRS¢ 644+]0> "CYTTYTIirrrimiiim':. 
POKE VW+el. 254 

MEXT I 

REM END 

POKE VY+21, 8: PRINT "TOOHGRATULATICNS |" 
FOR AV= 1 TO 2h@e: HEAT AM 

IF L<5 THEM L= L+i: GOTO 138 
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638 
7286 
718 
728 
738 
748 
roe 
76a 
wre 
rani 4) 
7948 
BAA 
816 


FoR Av= 1 TO 1008: 
GETAWS : IF Avec ou" 


NEwT AY 
GOTO -aa 


PRIHT "AGAIW? YH 

GET AF 

IF A¢= "" GOTO Feo 

IF AS= "FY" THEM RH 

IF ASi> "HM" THEM 72a 

POKE VW+21. 6 

EMT 

NATA @: @. @ @ 18. S54. @. 15. 234. @. LF 
DATA @ 139, 254, @. 159, 254. @, S55, S54. 
TATA @. 1ta4. led. @. Be. Fe. &. 8. B. B. @. 
TATA & @. @ @B. &, &. B. @. @&. BA. w. A , 
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At the Market 


Have you ever wandered through a market and been amazed at the speed with 
which the salesmen can add up a list of prices? Play this game with your family 
and find out how good a market trader you would make. 

You will see pairs of numbers of increasing length which you have to add 
up. You will soon find out that this isn’t as easy as it sounds. To see why, 
consider the sum 


75856 
+ 37637 


Normally you would add the numbers in the right hand column first, then the 
column next to it, and so on. With the computer, however, you must enter the 
answer Starting with the left hand column. It is this difference that makes the 
game so tricky. 


How many numbers can you add correctly within the time limit of about 
one minute? Can you beat our record of eight? 


if REMEeAT THE MAREE T## 

ef Tiltd I¢¢so 
30 FOR [= To 3 
46 REAL JO#¢1 

Sa HEMT 
PRIMT "CYaRl" : 

HR=A:> TI $="AEGRRG" - Me=1 

GOTO 1e@6a 

DATA BIG ZEFU. BABY. PAPER -BOy. CLERK. AUTO DEALER. BROKER 
TATA TRERDER: OIL MAGHATE.MILLIGHWAIRPE. TEACHER 
RPEMERREAMTIOM HUMBER em 
HLS=STRECTHT CLECMK—1 2 RHODE oo 
H2E=STRECTINTOLACMKR—1 RPO G3 
AHS WAL CHL So +ALL CO M2S 

PRINT TABCMR+12—-LEHCHL so 0 HLS 
FRIHT TABCHR+12-LEMCHe#€ 00. Hee. +" 
FRIHT RRR BRR 

FOr TW=A TO HR+4 

PRIHT "=". 

HEMT 

PR T tT 

RE TUR 

REMe*e I MRPUT AMS LIE Ree 

IHMFUT RESULT" | Ae 

RETLFM 

PEMMRECHECK ASE Ree 

PRIHT > FRIHT 


mM Ca 


ROR Po ho Py fa Po oe bi Oo yy 
NS OAS lo fe OMS OG 


AQUA DQD wa MQ Wy MQ Qy 


CACAO ho oh Rf 


mS MY Pawo Mare My wo 


IF WALC AHS o=Fi THEM PRINT ” RIGHT ! 8 -HR=HR+1:GOTO 3468 
A PRIWT " WROMG f" 
= PRIKMT 
S38 PRIWT “IT WAS: Ab 
sac PRIHT "TIME." STRECTIMHT CTI“, 6310855 "SEC" 
a4 RETRY 
1460 RPEMREMATH PROGRAM ee 
1@1e Me=Meel oe 
1426 GOSUR 2G: REM RAMDOM NUMBER 
igsa GOSUB 3@@° REM THRUT AWSWER 
iade GOSUP See: REM CHECK 
[@5@ TF VALSAWE =A THEM 116 
1f6G PRINT "JOB: "sO PRIWT TOS CMR 
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Fallout 


At the start of this simple but absorbing game you will see eight horizontal bars 
with gaps in them. Above the bars are eight checkers which can fall through the 
gaps. In this example 


OQ DADOADO OD © 


OQ. ee oe OU 


checker 2 has already fallen into a gap. The object of the game is to get all 
eight checkers through the bars. You can do this by moving the bars to line up 
the gaps for the checkers to fall through. 

To move a particular bar enter a command of the form 


BDS 


where 


B is the number of the bar (the bars are numbered from | at the top to 8 at 
the bottom) 
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D is the direction you wish to move it (L for left, R for right) and 
S is the number of steps the bar has to be shifted. 

For instance 
3R12 


moves bar 3, 12 steps to the right. This might sound like a very simple game 
but when you actually start playing it you will find that it provides quite a stiff 
test of your ability to think logically. 


1@ REM ®*FALLOLIT em 

2@ DIM Ho1é. 42> 

30 FRIWT "TI", 

40 REM **® FILL WITH BARS 

SQ FOR “=@ TO 16 

60 FOR Y=1 To #8 

TA HOA. o=d 

86 HEAT ‘ow 

36 REM **€ 4 RANDOM HOLES 

1@6@ FOr ‘f=1 TO & 

11Q@ FOR B=1 To 4 

120 BINT CRMC ae 1641 

138 HOR. yo =e 

14@ HEXT B,'r 

15@ REM #* FUT 1-8 OW TOP 

160 FOR B=1 TO 8 

176 HC SKB-1,.69=8+108 

180 WEXT B 

1960 GOSUB 616:REM *# DFR 

24@ GOSUB 9S1G:REM #® MODIFY 

216 GOSUB 610:REM #* TRAD 

300 REM *** GET CCINMAHD 

318 IHPUT 2% 

328 YeVALCLEFTEC2E, 154 

336 IF ‘<1 OR YS THEN 510:REM *€# WIPE 
346 D#=MINe¢2$,.2,15 

330 DR=VYALCMIDSC L$. Boo 

368 IF D¥=@ THEM FiG@:FEM #* WIFE 
37@ IF DEc>"L" AWD Dede "F" THEM Sig: REM #® WIFE 
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IF D#="L" THEM GOSUE 1118 REM *# SHIFT LEFT 
IF D#="F" THEM GOSUE 1216°FEM ®® SHIFT RIGHT 


BR=BR+1 
GOSUB 91@° REM ae MODIF' 
GOSUB 610:REM #* DRAW 


IF SC>=36 THEN END: REM @# WHEM ALL CHECKERS ARE DOWN 
IF Dx>i THEN Dk=DK-1:G0T0 366° FREM #® REPEAT Dk TIMES 


REM ### WIPE 

PRIMT " siaUatatetetetsteie)" 

FOR ‘10a TO 21 

PRINT " Hl 
NEKT 'Y 

PRINT " My 
PRINT " sxN(aDeDN aD" 

GOTO 31@:REM #*® GET COMMA 
REM #%* DRAL 

PRINT "SPO ROR BT 

FOR T1i=@ TO & 

REM * PRIMT BARNUMBER cOR DOW’ TS 
IF Y1=@ THEM PRINT " ee 


IF Y120 THEN PRIMT SPCC38) STRECY155 "> 


FOR “~=@ TO 16 

Z2eHCm. Y1> 

GOSUB S10:REM #* PRINT ELEMENT 
NE“T 

PRINT 

NEXT ‘1 
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Wee 
d 


72 PRIHT SPOCe> " SCORE"; SC." TURM' > BR 

736 RPETURH 

866 REM #*#* PRINT ELEMENT 

Si@ IF 2=6 THEM FRIHT " "; 

626 IF 2=1 THEN FPRIHT "9m", 

830 IF 271068 THEM FRIWHT CHRE¢2-323; 

846 RETURH 

960 PEM see MOLT? 

910 FOR '1=8 TO @ STEF -1°REM * SEARCH FROM BOTTOM To TOP 

320 FOR “=@ To 14 

930 Tis" 

S44 IF H¢v4. 7197106 THEN l@ee 
SG IF Tyis8 THEM 1666: REM #* REACHED EQTTOM 
IF Hed. Trtloc>6 THEM 1626: REM «* BLOCKED 
FEM ®* SHIFT CHIP DCWH 

Hem. Tr+1 SHO. Tio 

Hee, Tree 

A Ty=Ti'+1 

4 GOTO SAG: REM #8 COWTIWHUE To SHIST 

A WERT 

Ba HEMT of 

{240 RETURH 

1650 REM *#*® RERCHET BOTTOM 

1960 SCHSC+H Cw. TYo-108 

1aPR HOY. Tose 

iMG GOTO ioe 

1160 REM #®* SHIFT BAF LEFT 

1110 TM=HtCG. 3 

tifa FOR w=@ TO 15 

1136 HOw. SoSH Med OD 

11446 HEAT & 

1156 HO16. Yo=TM 

L1AG RETLURH 

{EHG RPE eee SHIET PAR SIGHT 

1216 Tee te yt 

1228 FOR 4216 TO 1 STEFF ~-1 

1236 HOE eH oH dy 

{240 HEMT ° 

JSR RO, ys T 

JERE RPE TLb ts 


me ee ee Ly Ly A Ly A 


oS BoOM wD ~ i het 
Re MM Sy co 
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Ship's Attack 


First, let’s describe this game as realistically as possible. In the lower half of the 


screen is a shape like this: 


Little squares fall down from the top of the screen. You must move the shape 
using the cursor controls and the shift key to stop the squares hitting it. If that 
sounds dull what about this... 

You are captain of one of the finest spaceships in the universe. As you 
cruise majestically through the Milky Way you can’t help feeling proud of the 
magnificent vessel under your command. Then just as you are nearing base and 
the end of your voyage is in sight, disaster strikes — 


A FLYING SAUCER ATTACK! 


How can you escape these unfriendly invaders from across the universe? Why 
not try your 


SUPER ATOMIC ESCAPE MOTOR? 


The more flying saucers you avoid, the more points you get. That sounds 


better, doesn’t it? Anyway, the game is fast, simple and great fun to play, and 
that is all that matters. 
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14 REMee* SHIPS ATTACK sae 

26 Sksis246 

30 FOKEZ@4@.13 

4@ FOR [=8 TO 62 

3@ READ x 

66 FOKE 13#644+1.% 

7@ HMERT 

S@ FOKE SR+21.1-°POKE SR+23.1:°POKE Sk+29, 1 
S64 FORE Sk+i.112:°POKE Sk+39.7: DUS=PEEKCSR+31 > 
180 Mt=" wala we 

118 PORE 646. 1 

126) TPT, SL EVER “leo oe 

1276 IF LE<1 OR LE>S THEN 120 

14@ PRIWT "TG PLe=Zi 

{50 FO=PO+1 

{60 REMMeGEMERATE SALICE Ree 

178 SH=4049+PL-40e INT C4eR HDC OO +5 -LE + 3—-SeR HDC Oo 
166 GET At 

199 PLSePL+CAS="9 AWD PL>@o-CAS=" NN" AWD PLAS 
20G REMREMOWE SHIP AHL SAUCER Re 

210 P1lk=FL#8 

220 P2R=Pin 255° PlASP Le -Pene255 

238 POKE SR.PIA:POKE SR+16.P2a 

240 Al=6:AZ=SA 

25@ IF SA>2S5 THEM ALl=255:A2Z=SA-255 

260 PRINT "sa", TABCA12/SPCCAZ Ast 5 

227A IF PEEKCSR+31°AWD 1 “>a THEM 318 

2688 SA=SA+4@O:°1F SACIB*4e+PL THEM 166 

GB PRIMT "MO": 

360 IF SAS=1Ge4E+PL THEM 15a 

310 REMR*EXKPLOS I OM ee 

ra) See ee GO: POKES42°3.2 

ooo PORES 127° PORES427 1258 

344 POKES 42 feo leo 

@ FOR Du=1 TC 1 

A POKE S4296.16-DU 

A POKE 33288. IHTe pect 

a 

A 


£9 OO fh 
Pmiom 


POKE 52281, INTC 16¥RNDCO) 
POKE 3EE77. LZQ+INTCLOMRNDICE) > 
FOR T=1 TO SQ@:MEXT T 

@ NEXT DU 

POKE 84296. 

420 POKE 53280. 14: POKES3281,6 

440 POKES4276.8 

459 PRINT "SOL! HAVE" PO-1: "POINTS" 
460 FEM SPRITE DATA 

470 DATA @,8.0,0,0.0,.6- 

460 DATA @,8,0,0,0.12 


Wo co so CA 


BEE ww wo 
prom t 
mit 


Nm 
Gi 
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TR RO Poe Mm Ww 


TD ES a aD 


A LACH Ca Lt oy of. 


DATA @.24,39,8,.56.3,128 

TATA 126.3.192,120.3.192. 246 
DATA 3.224. 252,7. 224, 252, 7 

DATA Ze4.127,31,.192.127,191,192 
DATA 63,.255,128,3 As tS 


TATA Pe ne 8.8, 
TATA 6¢.6,.6,8,6.6.0 


Mini Mancala 


MINI MANCALA is based on an old Arabian game. It is played by moving stones 
between cups. There are four cups: A and B are the computer’s, and C and D 
are yours. At the start of the game there are two stones in each cup. 


es 


6) 


A (computer) B (computer) 
C (you) D (you) 


In turn, the players take the stones from one of their own cups and distribute 
them counterclockwise to the other three cups. For instance you might choose 
to move the stones from cup D like this: 
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A (computer) —_ B (computer) 


es anticlockwise > 


C (you) D (you) 


After this move cup D is empty. In fact, there will always be at least one empty 
cup, because during each move stones cannot be put back into the cup from 
which they were taken. 

To win the game you must get all the stones into your own cups. 

On the computer, the cups are represented by squares with numbers on 
them indicating the number of stones they contain. You can choose the level of 
difficulty you prefer, 1, 2, or 3 (1 being the easiest), and who has the first 
move. The computer will ask which of your squares you wish to move the 
stones from and will tell you what its own move is. The position of the stones 
on the board is displayed after each move. 

You may be surprised that this complicated game can be described in such 
a short program. The diagram shows all the possible moves, and is an excellent 
example of how a strategic game can be represented schematically. 
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LN 
bs) 


WR PIR Po fh A hee Oh 


410 PRIHT ES "MOVE STOMES FROM CUP CC. 


PEM ##MIHI-MAHCALA®* 

DIM Bs. Suiso 

TIEF FHS Ce =] S+oe CY 

FOR IJ=6 TO = 

BY lpse 

READ Sue 1 

HEMT 

DTAITA 2.8.2.4 

E Lea Soe aner me eer Te te 
GOT tebe 
PEMA TRAIL SC 
PRIE TTI" Se 
PR IMT 
PRIHT SPOctto " SU Spec tao EB" 
PRIHT sRPCC1i> ° r piste Sha Sh 
PRIHT SPOcLia 7" ! ,° 
PRIWT SPOYLis | b 2 [23 \” 


AMD So +e Y 


eas 
Hse Uh Ts ele 


Pere SPE taba © I 
B@ FPRIHT SPCcil: 
Sa 


PRINT SPCctiy " I 
PRIMT SPEri1> " | 2 F BoM 
PRINT SPEC1i) "3 \ 


Mm PRIHT SPOCciin " heey oo ee ay 


Soa PRINT SPECLIO © ESR Cloe 0” 


RET Rh 
REMSeIMPLIT MOWE ee 


430 INPUT S$ 

44@ IF S#="" THEN 418 

450 S=-2e(Ste"C"1-eC Ste" > 
468 IF S=@ OR ECS)=@ THEN 410 


21@ PRIWT ES" 


RET LIP 

REM*ACOMPLITER:S TliFthaee 

Hk IT’S tM TURN 
FOR DE=1 TO 3@G:-WE“T De 


S38 IF LESS AMD RDB OeLE. 6 THEM S= 
S48 DESEO S1+1 Be CEC Lo +1 Bebe 
aoe S=4 


60 IF G=143 DF O=134 OF B=E€11 OF O=1 


a7 IF B81 Ss=0 THEM Sales 
S86 PRINT ES"! MOVE STOWMES FROM CUP 


RETURH 


A RPEM#*SPREAD COUMTER CLOCKWISE ## 


D=% 


A FOR C=1 TO B¢CSs 


roa FOR DE=1 TO 466'HExT IE 
74@ D=tuUeto 


IF T=S THEM 746 


Frit 


IHTCRND Cao 


“MIDS C" AE. S+1. 
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a 
roan 


eee ee 
Ll 4 


’ 


aan 
(or 
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41%) 

778 

788 

738 

1%] 

B14 

1008 
1818 
1820 
1g3a 
{ada 
1956 
1868 
1476 
1386 
1490 
1142 
1114 
1128 
1136 
11448 
1154 
1166 


BesrsBcSi-l 
PRIMT "SaaS" SPCOFHSR Soo BCS 


BCDs=BCD1+1 
PRIMT "SSMS SPCCPHSP CTO BCD 
HEAT C 
RETR 
REM#AMATH PROGRAMee 
GOSUEB 260: 75" DRAW SCREEH 
FRIWT ES" LEVEL «1-39"5 
IMPUT LE 
IF LES1 OR LESS THEM 1@28 
PRINT ES" DO YOU BEGIN C'i"Ma"s 
IMPUT AHS 
IF ANF="H" THEM 1128 
IF ANSio"'" THEM 18508 
BOSUB 468° REM THRUT MOVE 
GOSUE POS: REM SFREAD COUNTER CLOCKWISE 
IF Bess=@ THEM PRINT ES" SIL) WT bd! 
GOSUE 3G0° REM COMPUTERS TURK 
GOSUE PES: REM SPREAD COUMTER CLOCKMISE 
IF BC @o=6 THEM PRINT ES" I Wiki! 
GOTO 1430 
EMT 
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ve 


‘GOTO 1168 


‘GOTO 1168 


Stop It! 


Although this is only a short program it gives rise to a fast and exciting game. 
The screen looks like this 


The square on the left has a letter on it. When it moves across the screen you 
must try and stop it, using the space bar, in the region bearing the same letter. 

At the start of the game the computer requests a level of difficulty (1 is 
easiest, 2 is harder, and 3 is the most difficult) and asks how many times you 
want to play. You will be shown your score at the end, for instance 


O HITS OUT OF 10 
Never mind, better luck next time! 
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Fi) 


By 


REM#*STOP IT#* 


MAMA AS OL 


THPUT "DIFFICULTY ¢l-32". 01 


DT=19-34#D1 
IMPUT "HUMBER CF TURNS": HT 
PRINT "2" 


FOR RO=08 TO 24 
FRIHT TABCSL2") Fol of" 

HEXT RO 

PRIHT "S"iG TABCSIOS" ABC D" 

TLI=TLI+1 

CO=INTCRPHIMC Ga e441 5 

BUS=MIDE¢"ABCT". CO. 15 

RO=Z2€ THT ORHDC BS #12+1 5 

PRIWT “S'S LEFTE CUS. RO+1 2 

PRIHT " "; Bue: 
A FOR DE=1 TO DT#9 HEXT 

PRINT "HOE; 

GET AS 

IF FOS“ @0¢39 AWD AF="" THEM 178 

IF POS(@9¢4236+28C0 OF POSC@s=42 THEN GET DUt:GoTo 250 
HI=HI+1 

PRIKMT "ste HI; 

IF TUSSHT THEM PRIMT "TG HIG "HITS GUT OF"; TU: EWD 
FOR A=1 TO S@G° HET 

BOT 126 
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The Swedish Popsong. 


A thema con variatone is a tune that, although it is based on one that has been 
heard before, has its own mood and identity. This game could be considered as 
a thema con variatone as it has some similarities with another game in this 
book, but presents its own unique challenge to the solver. 

You will see 16 fields filled with a random arrangement of As and Bs e.g. 


When you enter one of the fields (using the key shown on the screen) all the 
letters on the horizontal and vertical rows through that field will be altered so 
that all the As become Bs and vice versa. Your aim is to end up with a screen 
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which looks like this: 


i@ REM #* EFDA ee 
26 DIM Etat. 4 
30 REMERIHITIFLICE+* 
: RoR | TO 4 


Sa FOR Cel TO 4 
66 BCR, Cos TMT CSeRHD ay 1 
Te HEMT TR 

Ba PRINT "cI". 


Laan 
1610 
Lee 
1GSe 
1B46 
1658 
1@ae 
L1Are 
gee 
11a 
1114 


14a 
115g 


QAIAW WOO mrss 


Whe Wo a om 


or Oe ee ee ey 


hy PQ RD Pye eee Re 


REMAEDR AL SCREEM Ae 

PRIMT “sme TARCLAY: "iat" 
FR F=1 TO 4 

PR TMT 

PRI) TARTS Lee CR rae os 
FOR C=| Ta 4 

IF BCR. Co THEM PRIHMT "BE"; (GOTO lace 
PRAT R's 

HEAT Cok 

REMeeGET Pit E ae 

PRIWTO PRIHT 


AFRIMT SPOCCido0 "ROL =", 


IHFLT F 

IF Fell OF Roe THEM lice 
Fur C=1 TO 4 

BCR. CesT Bor. Co 

ME T 

FRIWT SPCCl4o "COLUMNS" 
IHPLUT © 

IF (el OR Co4 THEM 11°6 
Bek sCosHoT Bor. Co 

FOR R=1 TO 4 

ECR Co=sn0T Bers C3 

HEMT 

GOTO tAee 
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Vowels and Consonants 


This competition game can be played by the whole family. Unlike most other 
computer games, it does not involve numbers or arithmetic. At the start of the 
game enter the number of players, and then take turns to play. 

The computer will give you seven letters: when it asks you 


V ORC? 


enter V for a vowel or C for a consonant. When you have your seven letters the 
computer challenges you to make as long a word as possible out of them, using 
each letter once only. There is a time limit, shown on a clock on the screen. It 
is amazing how addictive a simple game like this can become. Try it and see! 


16 REMeeVOWELS AND CONSOMAHTS 4% 

20 PRIWT "Ty". 

34 IMPUT "HUMBER CIF FPLA'YERS"s HP 

40 IF HP¢1 THEM 2a 

SO DIM POCHF?.C#ec7>. MOC 28> 

60 GOTO lage 

140 REMReCHOOSE CHARACTERS #* 

{1@ LE$="" 

120 PRIWT "STURN GF PLAYER'S PL 

139 FRIHT "V¥ OR C?" 

144 FOR Dl=i TO 7 

150 GET IH¢ 

16@ IF IH$<>"V" AND INSC>"C" THEN 1358 
17@ IF IH$="" THEN CHS="AEIOL" 

196 IF IH#="C" THEM CHS="BCUFGHIKLMHFORSTYVbMXKY2" 
196 CS=MIUS¢ CHE. RPHDCBSeLEWM CCHS 941,15 
200 LES=LES+C$ 

210 PRIWHT C4; 

220 MEMT Du 

270 RETLIFH 

S60 RPEM##INPUT WORLD® 

31@ LE=4@ 

320 PRINT "“STIME IN SECONDS: " 

330 FOR TM=45 TO @ STEP -1 

340 FRINT "seleteterre "S:° IF TMH<16 THEM PRINT " "5 
343 PRIHT TM 
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ARO DOD WROD Be Om y-7 Ko 
YE AVIA ASP STIS Sos oso se sousae 


ee mA HHO CACHE CHCA CHCA CHAR bt wo 


44 
Aa 
182k 
13K 
Lodi 
1 AEG 
1@é 
Large 
{AeSe 


ae] 


FOr DTe=1 TO 48 
GET IH¢ 


IF CIN@<CPCHRé¢2e> OR LE=6>o AMD CIHS<"A" OR IN#>"2"5 THEN 418 


IF LE>6& AHD IH#<>CHRE¢ 20> THEW 418 
PeIMT " saeMteeteCept' | TABCLE+2 35 1H 

IF IH#=CHRE <2 THEN LE=LE-1:GQOTO 41@ 
LE=LE+1:° WOS¢LEs=1Hs 

HEAT DE. Th 

RE TLR 

REMRRCOMPUTE POINTS 

FOR C=1 TO 7 

CSC COSMIUScLe$. Cs La 

HEes T 

FOR Co=1i TO LE 

FOR C=1 To 7 

IF WOSeCOs=CS0C> THEM C#¢Co="" "GOTO 588 
HEAT CC: GOTO 6a 

HEeT CO 

POCPLIO=POCPLI+LE 

PRI MT ' sfetelereqareqaratarey" 

FOR P=1 TO WP 

PRITHT PER TER Peso ROCP ls POTATS 


HEMT F 
RETURH 

PEM#eMAIH PROGRAMH# 
FoR PL=i TO MP 


GOSUE 106: REM CHOOSE CHARACTERS 

PRIHT"TMAKE A WORD OUT OF THESEM" PRINT TABCE> LES 
GOSUB SH6° REM TNPUT WORD 

SAIS SEG- REM COMPUTE POINTS 

HET PL 

GOTO 1418 

EMT 


123 


Astrology 


This program is based on a study made by the Dutch physicist and astrologer 
Dr. Ir. J. Van Slooten. He was a research worker at Philips laboratories who 
spent all his free time on astrology. He developed a theory that the phase of the 
moon at the time of birth was a very important astrological influence on a 
person’s character. After studying the lives of hundreds of people he con- 
cluded, ‘ ... that the moon phase forecasts the extent to which the spiritual 
and emotional life, especially with respect to a person’s social environment, will 
develop and furthermore the role he or she will play in our society .. .’ 


The diagram shows the cycle of the moon’s phases. As there are three phases, 
waxing, full, and waning, so three types of person can be defined. 


Individualists: born in the waxing moon phase, they have waxing energy. They 
like to work on their own, have strong wills, and are not discouraged by 
physical discomfort. 


Socialists: born in the full moon phase, they like to live in communities. Key 
words for these people are ‘compare’, ‘choose’ and ‘combine’. 
Cooperation is a dominant factor but there is also rivalry and envy. 

Conservatives: born in the waning moon phase, they know that the light de- 
creases but will return again. They are careful and sure of themselves, and 
like to have everything under control. 


These three types can be further subdivided to give twelve categories in all: 
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Pioneers are searchers, always ahead of the crowd. Their strength of purpose 
can sometimes make them appear stubborn. 


<_+t 


Coordinators like to be with other people, but feel that they are ‘more equal’ 
than their companions. They are romantic and strongly attracted to family 


life. 


Realists look at the world in a very down-to-earth manner. They like to think 
that everything can be explained in purely physical terms. 


RK 


Spiritualists are rather ‘other worldly’ characters. Philosophical in outlook, 
they are seekers after the unknown. 


<> 


Artists transform material in a creative manner. They can produce works of 
art, new products, or anything that did not exist before. 


) 
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Apostles are not themselves creative but spread the ideas of others to the world 


at large. 


Helpers take on responsibilities for their fellows that might otherwise be ig- 
nored. They are helpful and caring to others. 


Leaders also assume responsibilities but in this case for directing the lives and 
actions of others. They look forward where most people would prefer to 
look back. 


Knights are fearless adventurers, always searching for new things to explore. 
Idealistic in outlook, they have a strong sense of honor. 
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Arbiters like to preside over the actions of others. They do not prejudge issues, 
but when they reach a decision they expect it to be obeyed. 


ae 


Revolutionaries are dissatisfied with the world as it is. They tend to look on the 
bad side of things, and have a desire to change the world. 


+p 


Prophets consider the world ‘from above’ bringing to bear the wisdom of the 
past. They may not always be listened to, of course. 


XA 


The program will tell you the phase of the moon on the day you were born. 
From this you can discover the secrets of your character! 
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1@ REM#€MOOWPHASE ASTROLCG ys 

26 GOTO 1 6G 

JG REM*eINPUT DATE ee 

116 PRINT "“CMCOOHFPHASE Bel" 

126 IHPUT “LA'Y TD ": DD 

134 IMPUT "T4OHTH Mt "ott 

i 4 IHFELIT itl YEAR bes os : a 

15@ IF Mat THEM MeM+la yay 4 

{60 RETLIFH 

gi REMe CAL CULAT 1 CM 

A@ TSINToaes, SSe yo F ToT oe, Bee 1 4+ 
26 7s=T“sea25 

SE LASS, Por4sé+] Stee Te sea 

4@ LA=LAF+307eT+HE eT 

BE LA=LAtSL 1SaeT S6GG-5, Lee Te TSE 
260 LASLA-IHT¢ aes AER #360 

2r@ LAZIWT SLAs. SS 

Zhe RPE TUFT 

300 RPEMRELISRPLAY PESLUL Tee 


Sie PRINT ‘OISIMOOMPHASE="Le"TDEGREE Sale" 
SZ@ RETURY 

(G00 REMeeMAIM PROGRAS Ae 

1@1@ GOSUE LAQ@°REM IMPUT DATE 

ifizea GOSUE SO8°REM CALCULATION 

1236 GOSWE S66: REM DISPLAY RESUL 

1940 PRINT “PRESS Fy KEY" 

1656 GET AF CIF Af="" THEN Jase 

{aea GOTO 1a1e 
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Does your brain get enough exercise? Are your wits as sharp, Or your 
reactions as quick, as they should be? Tone up the muscles of your 
mind with this enthralling collection of arcade and action games, 
puzzles, brainteasers and competitions for your microcomputer. 

Battle with GALACTIC MONSTERS and ZOMBIES IN THE SWAMP, 
defend yourself against a SHIP’S ATTACK, and set out on a 
nerve-jangling SHARK HUNT. 

If you survive all that you can gamble at LAS VEGAS A GO GO 
and the KENTUCKY DERBY, plumb the mysteries of the BLACK BOX, 
and stretch your mind with intriguing board games like ONE TO FIVE, 
SHAKESPEARIAN SHUFFLE, and MINI MANCALA. Then,test your 
intellectual capabilities with VOWELS AND CONSONANTS, 
KEYBOARD MEMORY, and AT THE MARKET. Will you turn out to be 
a GENIUS AT WORK? 

By now you'll be razor sharp and ready for anything, which ts just 
as well because you are not even halfway through yet! There's even 
more excitement, skill and fun for you, your family, and friends. So test 
your reflexes and mental prowess on this extraordinary obstacle course. 

What are you waiting for .. . on your marks, get set . .. GO! 


ADDISON-WESLEY PUBLISHING COMPANY 


